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3 Four pages into the magazine and 
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already you're asking yourself, 
what the hell is all this 'E^' 
business about? Is it a new 3D engine? 
is it an all-new boy band? 

Is it made by Cadbury's? 

Turn to page 14 and all 
will be revealed... 
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exen II 

Turn to page 76 to find 
out why we think Raven's latest 
masterpiece is better than Quake. 
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On the disc" 


Z9NE 


O n this month's massive CD we've got 
more than 20 playabie demos, as well 
as a whole host of patches, utilities and 
a special round-up of some of the best games 
currently available on the EA Classics label. 

To access the software on this month's CD 
Zone from Windows 95, pop the CD in the 
drawer and double-click on the CD icon 


on your desktop. Simply double-click on the 
BROWSER.EXE file and this will launch the 
CD browser program, which will enable you 
to select and install this month's demos. 

If you're running your machine under DOS, 
change to your CD-ROM drive (the default 
command is usually <D:>). Type <PCZONE.EXE> 
to launch the browser. 



Help! 


The CD not working? HD playing up? The PC's being 
a total bast? Don't worry - phone our helpline and 
sort yourself out pronto! 

HD DISK HELP 

Phone Matthew on 01274 736990 

Any weekday between 9am and 4pm 

CD-ROM HELP 

Phone ABT on 01708 250250 

Any weekday between 11 am and 6pm 
(Please DO NOT phone the PC Zone office as your 
calls will NOT be answered) 

If you are calling either helpline, then please take note 
of the following points: 

• If possible have your PC operating and near to the 
phone when you call. 

• If this is not possible, note down all relevant 
information ie system type, sound card, RAM etc, plus 
the nature of the fault. 

• Make sure you have a pen and paper to hand when 
you call to jot down the relevant info. 


No CD? 


If you are unable to get your grubby paws on 
the CD issue, then fear not! Simply fill out this 
slip, enclose your HD from the cover plus a 
cheque for a whole £1 and send it to: 

CD Exchange (50), PC Zone, 

Dennis Publishing, 19 Bolsover St, 
London W1P 7HJ 

Your details (please print clearly) 

Name:. 

Address:. 

.Postcode:. 

Please make cheques payable to: 

DENNIS PUBLISHING Ltd. 

CDs from previous issues are also available. 



Content 


Click here to 
view the 
cartoons and the 
Our Price chart 




All the latest Windows and Windows 95 
demos, Internet essentials and the top CJK 
utliities that no PC should be without. 


Click here to 
access the DOS 
demos on this 
; month's CD 


IXOcT DcjHjaik. 


Our round up the month's 
latest DOS games. 


Cartoons, competitions and more... 


Click here to see 
how some of the 
hottest new 
games are 
t shaping up 


hOI 


(HxfiAkatJL 


Take a look at what's hot from this 
year's E3 games expo in Atlanta, Georgia. 


Click here to 
access the 
plethora of 
Windows demos 
on offer this 
month 


Click here to go 
back to the C:\ 
prompt and quit 
the CD 


Installation shortcuts 


If for some reason the front end to the CD 
won't run properly, you can still install each 
demo by bypassing the front end altogether. 


For the DOS demos, select your CD 
drive (usually by typing D:) and type 
the installation line exactly as below. 


For the Windows demos, select FILE, 

RUN from PROGRAM MANAGER or START, 
RUN from Windows 95, type your CD 
drive letter (usually D:) and then type 
the Installation line exactly as below. 


For example, to run Acclaim's Bust 
A Move 2 demo, just type the following: 
Type D: (where your CD is D) <ENTER> 
Type \D0SDEM0S\BAM2DEM0\ 
GO_SMALL.EXE 


Manual installation commands 


Actua Club Soccer 
LBA2 

Super Bubble Mania 
.lii^OfKain 
Machine Hunter 
Premier |iwiiir,97 
Poolster 

Microsoft Puzzles 
Super Puzzle Fighter 2 
time Warriors 
Warlords 3 
iiiM General 


Directory/installation line 


DOSDEMOS\ACTUA\GO_SMALL.EXE 

DOSDEIVB^^ilttG6_SMALLEXE 

DOSDEMOS\MANIA\GO_SMALL.EXE 

WINDEMO$\GAMEDEMO^tjNm 

WINDEMOS\GAMEDEMO\HUNfER\MACHUNT.EXE 

WINDEM0S\6AM'EDEM0\PM97\MANAGTR~^^^^ 

WINDEM0S\GAMEDEMO\POOLSTER\SETU^EXE~" ' 
WINbEM6S\GAMESEMb\PUZZLE\PUZtRiAL.E^ 
■wrNDEM0S\GAMEbEM0\“SP>2\wlSP^ 
windemo^Me^^ 

WINDEMOS\GAMEbEM6\WARL6RDS^ 

WiNbEMOS\GAMEbEM6\GENERAL^^^^^^^^ 
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LBA 2: fWiNSEN'S ODYSSEY 
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ELECTRONIC ARTS 


T he original lba had gamers the world 

over salivating at the sumptuous graphics 
and cutesome characters; indeed, it went 
on to claim a place in gaming history as an 
instant classic. Now, two years on, Twinsen is 
back and once again the planet Twinsun is under 
threat, and the people are relying on him to 
thwart the new menace. 

LBA 2 uses a similar control method to the original game 
and is simplicity itself. Use the cursor keys to make 
Twinsen move, and the spacebar to make him 
talk, look, hit, jump and 'do' things. There 
are four different character modes and, 
depending on which one you've selected, 

Twinsen will do different things. To change 
mode, hold down the CONTROL KEY and use the left and right 
cursor keys to cycle through the menu. In 'Normal' mode, Twinsen 
will talk to other characters and look at objects as he walks up 
to them. In 'Sporty' mode, he'll run around like he's being chased 
by a hairy-backed sailor and he'll have the ability to leap bigger gaps. 

'Aggressive' mode should be selected when you want to knock seven bags 

of brown stuff out of another 
character, while 'Discreet' mode 
is handy for sneaking past people 
you can't beat up, and for hiding 
in shady corners when you have 
to lie in wait. 

As in most games of this ilk, 
you can pick things up and 
keep them in your inventory 
to be used later (hot tip: 
pick up everything you 
can lay your hands on). 

You also need to spend 
time talking to as many 
characters as possible 
because it will help you 
gain an understanding 
of what's going 
on around you 
and will give 
you some 
handy 
tips 


KEYS 


When in 
'Aggressive' 
mode, try and 
get the first hit 
in, or you'll get 
pummelled. If you 
find yourself getting 
leathered, select 'Sporty' 
mode and leg it to 
safety. Bear in mind 
that Twinsen can push 
certain objects; you 
can also use the 
jetpack to get across 
large gaps or water. 

Use your projectile 
weapon (pressing and holding 
ALT will make Twinsen hurl weird 
balls at his foes) only as a last 
resort, otherwise you'll run out 
of them. Finally, stay out of the 
water or you'll drown. 

A full list of controls can be 

found within the game in the 'Options' menu. If you want to change the keyboard 
configuration or quit the game, press ESCAPE and select the appropriate option. 

Oh, and remember that his demo is only a small part of the whole game (which 
is massive), but in 

an effort to show you - 

as many features as 
possible, you'll 
automatically be 
transported to 
the same location 
whenever you 
attempt to 
enter a 
building. 


CONTROLS: 

Keyboard (default selection) 

NB There is no need to install LBA 2 as it will run directly from 
the CD. 


Directional movement 
Action 

Select character mode 

Use weapon 

Map 

Access Options menu 


PREMIER MAHAGER 97 GREMLIN INTERACTIVE 



P ROMOTE YOURSELF TO ONE OF 
the most stressful jobs in the 
world (That's nothing - you 
should try putting a magazine together - 
Ed.) and manage your own club all the 
way to the top in Gremlin's latest 
version of the mega-selling Premier 
Manager soccer management sim. As 
well as selecting your squad and tactics, 
you'll actually be able to see your team 
perform on the pitch for the first time as 
they play out the match. To install 
Premier Manager 97 to your hard drive, 
select the game from the browser and 
follow the on-screen instructions. 


















































ACTUA SOCCER CLUB EDITION 


T he best football game on the pc from gremlin has 

been given a bit of a wash and brush up, and now you can play 
as your favourite Premier League side. This demo allows you to 
play the first half of a friendly match between Manchester United and 
Newcastle United (just don't ask us 
why Shaka Hislop is white). 

Once you've installed the game 
onto your hard drive, double-click 
on INSTALL.EXE to select your sound 

device and follow the on-screen instructions. You'll have to quit to DOS mode and 
change to the ACTUA directory before typing CLUB to run the game. If you run into 
difficulty, edit the README.TXT file. You can configure your joystick and redefine 
the keyboard controls by selecting the 'Environment' option from the main screen. 




GREMLIN INTERACTIVE 


CONTROLS: 

Keyboard/joystick 

NB: You can use the numeric keypad arrows to alter the 
camera angle in 'Wire' camera mode. For a full list of 
keyboard controls, consult the README.TXT file. 


ElEiraBI 


Direction 

Shoot/slide tackle/throw-in 
Pass/tackle/chest ball 
Options menu 
Low/hi-res mode 
Pause match/quit 




BLOOD OMEN; LEGACY OF KAIN 


ACTIVISION 



C heck out our massive one-level playable demo of the 

huge PlayStation hit from Activision. You are Kain, a murder 
victim who returns as a vampire. You are destined to walk the 
Earth in darkness, seeking vengeance and sucking the lifeblood out of 
innocent victims in order to stay alive. You have magical powers 
and spells at your disposal, and you can pick up potions and 
weapons as you navigate your way around the level to 
help you in your quest. Your mighty broad sword is your 
weapon of choice, and you must kill or be killed. If you 
venture outside, be sure to be inside a building under 
cover of darkness before the sun comes up - or it's 
curtains. Similarly, stay away from anyone who's 
wearing a crucifix (ie Madonna) or has just been to 
Pizza Hut and had a side order of garlic bread with 
extra cheese as a starter. 

Controlling Kain is easy: simply use the cursor keys to 
make him move, and Ctrl and Alt to attack and suck the 
blood of your victims. A full list of keyboard controls can 
be accessed via the Option menus, which you can bring 
up at any time in the game by pressing F7. 



CONTROLS: 

Keyboard (default selection) 
KEYS 


Directional movement 
Attack 

Action/suck blood 

Use prepared spell 

Weapons, spell and armour inventory 

Spell quick menu 

Objects quick menu 

Camera zoom in/zoom out 

Eagle-eye map 

Options screen 

Cycle through gamma settings 
Switch resolution mode (as available) 
Quit game 




SUPER PUZZLE FIGHTER 2 TURBO 


(CAPCOM/VIE) 



A n innovative new 

slant on two popular 
genres. Super Puzzle 
Fighter 2 Turbo is a weird Tetris 
come Street Fighter hybrid that 
soon becomes devilishly addictive, 
especially when played in two- 
player mode, head to head. Once 
you've selected your characters, 
start matching the coloured 
blocks as they fall down the 
screen to batter your opponent. 
You can also reconfigure the 
keyboard controls, if you so wish, 
by selecting 'Option' from the 
main screen. If the game runs 
slowly full-screen, try running it in 
a window to speed it up. 




CONTROLS: Keyboard (default selection) 
NB: Try running the game in a window if it runs slowly. 


COMMAND 

PLAYER ONE 

PLAYER TWO 

Up 

B 

a 

Down 


El 

Left 

m 

m 

Right 

M 

B 

Turni L 

M 

lil(keypad) 

Turn1 R 

m 

Sil(keypad) 

Turn2 L 

a 

E(keypad) 

Turn2 R 

B 

E(keypad) 

Start 


E 

Select 

s 

s 
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Magic Carpet 2 


The sequel to the classic carpet caper from 
Bullfrog benefited from in-game help and 
an even smoother feel. It still stands up as 
a classic today, so test run this demo and 
find out why it’s a game you’ll find yourself 
going back to again and again. 

Fade To Black 

The pseudo 


sequel to Flashback, Fade To Black represented a 
landmark in games development, with a marked 
presence of fast-paced shooting action and 
intuitive puzzle-solving. Load this up and you’ll 
be counting the days ’til Flashback 3. 


CD ZONE EXTRA ■ HD ZONE 


W E'VE GOT OVER 20 PLAYABLE DEMOS ON THIS MONTH'S CD, 
including the excellent Time Warriors, Warlords 3, Pacific 
General and Super Bubble Mania. There's also a whole 
host of patches and utilities, including the now infamous 
Carmageddon 'Gore Patch' and patches for Blood and Diablo. 

For further 
details, load up 


COMING 
NEXT MONTH 
IN PC ZONE! 


rubble 


the browser 
and click your 
way through 
the menu to 
see what's 
what and 
where it's at. 


In the October issue of PC Zone magazine we've 
got WORLD EXCLUSIVE reviews of LucasArts' Jedi 
Knight: Dark Forces 2, Microsoft's Flight Sim 98. War 
Hammer 2 from Mindscape, Rally 4 from Europress and 
The Logic Factory's Tone Rebellion. 

PLUS! On next month's CD we've got massive playable 
demos of Jedi Knight. Hexen 2. Rally 4 and Tone 
Rebellion. You simply cannot afford to miss it. 

The October issue of PC Zone will be on 
sale on 4 September from all good 
newsagents. 


O N THIS MONTH'S 
floppies we've got 
Super Bubble Mania, 
a variant on the old 
classic Super Pang 
^ and Poolster, a top- 
down pool game. 

To load and 

access the software on this month's floppies, insert the 
floppy into your disk drive, double-click on the floppy icon 
f and type ZONE. Follow the instructions to install the game 
_ onto your hard drive. If you have any problems or require 
r further information, edit the README.TXT file. 


ZQHE September 1997 


T his month we’ve compiled a special section on the cd that's packed with playable demos of just 

some of the games available at a special price under the EA Classics banner. All the demos in this section were 
designed to run under DOS, so if you're using Windows 95 you'll have to quit to DOS mode before running them on 
your machine. If you need more info in any of these games, edit the README.TXT file that accompanies each game. 


Little Big Adventure 

One of the most exquisitely crafted adventure 
games ever released, LBA had the gaming press in 

raptures when 
it appeared two 

years ago. Even though the gorgeous 
sequel has since been released, the 
original is nevertheless a classic and 
should not be missed. 

NHL 96 

The years keep 
ticking by and 
the games just 

get better and better. This version of the popular ice 
hockey title features improved graphics and sound, 

plus a 
smoother 
engine. To 

date, it has only been superseded by 
the full price NHL 97. 


Theme Park 

One of the biggest-selling games of 
all time. Theme Park brought a whole 
new satirical slant to the resource 
management genre. With cutesome 
graphics and innovative features, it’s a 
must-have. Play it and discover why. 


System Shock 

Another classic that’s just begging for the sequel 
treatment. System Shock scored a whopping 
95 per cent when we reviewed it way back 
in November 1994 and soon gained the 
accolade of the ‘thinking man’s Doom’. 

Still to be bettered in the strategy/shoot 
’em up stakes. 


Time Commando 

A hybrid of exploration and beat ’em up 
action, the exquisitely animated Time 
Commando is as pretty as they come. What it 
lacks in depth, it makes up for with lush graphics 
and presentation. It’s now available for just 
£14.99 and is a must for fans of the traditional 
beat ’em up. 


Advanced Tactical Fighters 

ATF scored a massive 92 per cent when 
we reviewed it back in March 1996, and 
is a priority buy for flight sim fans looking 
for something a little different in the 
air-to-air combat stakes. The full 
game sports an interactive reference 
guide, courtesy of Jane’s, and a 
comprehensive mission builder. 


Road Rash 

This frenetic motorcycle racer was 
championed as the best game ever 
written for the now defunct 3DO, 
and the PC conversion is certainly a 
valuable addition to anyone’s games’ 
library. It’s got bikes and fighting in 
it - what more could you want? 


Speed Haste 

This FI/stock car racing hybrid is a 
neat little arcade racer that’s quite 
playable even on low-spec machines. 
It might not stand comparison with 
the graphical excellence and detail of 
Screamer or F1GP2, but at a reduced 
price, it’s definitely worth a look. 
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AN ADVANCED CYBORG 
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GOD OF THE UNDEAD 
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The Electronic Entertainment Expo 


Pick up any current computer 

games mag and you'll see the same 
thing inside every single one of them: 
"E^!", "E^!", "E^!". Sounding more 
like a chorus of pushers outside a 
dance tent at a festival than the 
media discussing computer games, 'E^' is currently 
the 'in vogue' word for most of the software industry 
- simply everyone is talking about it (dahling). 

The Electronic Entertainment Expo (E^ for short) 



ran from 19 to 21 June in Atlanta, Georgia, as a 
showcase for every single game being developed 
in the civilised (hah) world, across every format 
known to man (even including 3DO). 

It was the PC though, that garnered the most 
emphatic praise at the show, with numerous PC 
developers demonstrating a plethora of jaw- 
dropping titles. Almost everyone had hardware 
accelerated games on display, and people were 
almost falling over themselves, desperate to get 


a first glimpse at the major new announcements. 

Like the recent Atlanta Olympics, E^ was of similar 
scope and scale (the main exhibition hall apparently 
being the size of six football pitches) and at times 
it felt wildly out of control in the searing Atlanta 
heat. For the most part though, E^ was a delirious 
race from stand to stand, Lazer Tag-style, grabbing 
every possible scrap of information, every exclusive 
screenshot and every new announcement that was 
going. And, by 'eck, there was a lot of it... 0 



Second coming of Shiny 


Undoubtedly the most talked about game at the recent E' 
show in Atlanta last month was Messiah, from Laguna-based 
developers Shiny. 

Although it's still very early on in development, the technology 
on display was undeniably awesome. In a 'behind closed doors' 
presentation made by Shiny head honcho Dave Perry, a select 
few were treated to a sneak look at their amazing new 3D engine 
H that can effortlessly throw highly detailed, exquisitely animated 
characters around the screen with consummate prowess. (Needless 

_ ^’l to say they'll probably dine out on that for months to come, too.) 

The new technology, which draws on complex real-time tessellation, 
deformation and interpolation techniques. Is to be used for the first time in Messiah, a 
highly innovative game that prompts the player to assume the character of a baby angel, 
sent down to Earth to clean things up. Being a baby, he's pretty defenceless, but he 
does have the ability to possess and take over up to 60 other characters to help him in 
his quest to banish evil from the world. Unfortunately, there's also an evil angel who's 
doing his best to mess things up. Only when the player has amassed enough powers and 
experience (through solving various puzzles) will they meet for a final showdown and 
will goodness ever be restored to the world. 

Check out Shiny's Website (www.shiny.com) for more Info on this extraordinarily 
original game which is scheduled for release early next year. Z 


L 



Live life to the Max 


"Framed for the murder of his boss. Out to revenge his slaughtered family. 
On the trail of a horde of murdering mobsters..." Undercover detective Max 
Payne looks certain to have his hands full in his eponymously titled debut, 
currently on target for an explosive early '98 release through 
3D Realms and GT. 

Max Payne is slated as a "hard-boiled 3D game that is focused 
on straightforward, violent, heart-stopping action". Featuring 
drug-enhanced killers, four characters to play, and an emphasis 
on realism, it won’t be a game for the nippers to get hold of. 


The game's 
developers. Remedy 
Entertainment, are using their own 
'Exit' 3D technology, which excels 
in the 'real-time shadowing' and 
'16-bit coloured radiosity lighting' 
departments. The third-person 
environment will be fully destroyable (as in: bits fly off if you shoot the walls and stuff), there'll 
also be full 3D card support and a flexible level editor available at the time of release. 0 














a few weeks after the game's initial roll-out. 
‘We're currently creating add-on levels that 
will equal or rival those of the host title," 
said GT Interactive's Paige Carlson as the 
first details of Cryptic Passage were made 


public at a press conference in Atlanta. 
Featuring exclusive new levels, textures, art 
and maps. Cryptic Passage expands on the 
original 5/ooc/storyline in a search for a 
scroll "capable of upsetting the balance of 


power in the otherworld", which has been 
stolen and must be returned to its place 
of origin. Graveyard, mountain pass, docks 
(hello sailor!), abandoned mine shafts, 
and all manner of other levels have been 


mentioned, as well as the obligatory hew 
weapons and power-ups. To play Cryptic 
Passage you'W first need to own the full 
registered version of Blood, which is well 
worth investing in, believe us. 




Time to die 


Those of you who regularly dream of electric sheep, ^ 

or want to hang by your fingertips from a tall building 

while a sneering robot leers down at you will want to - 

check out Blade Runner, Westwood Studios' new 3D 
adventure, based on the cult sci-fi movie of the same 

name. And Donning Deckard's legendary trenchcoat, you take on the role of both the hunter and the 
hunted, stalking the streets of Los Angeles in the year 2019. However, Blade Runner m\\ also feature 
a unique spin on the traditional plot, in which the player chooses whether to either hunt down rogue 
Replicants, or become a 'skin job' themselves, as they search for a vital missing DNA sequence which 
will lengthen their allotted span. 

Featuring over 130 digitally recreated sets from the film. Blade Runner m\\ be jam-packed onto a 
mammoth four CDs and should be hitting your screens some time in November. Z 


i\lien Vs Predator... 
fexclusivc shots! g§ 



lil^iiens get to spit, and«^ 
‘t know that spitting^s c 


"Aliens Vs Predator gives gamers 
] the opportunity to encounter the 
ultimate sci-fi terror In three 

;■ in SB ^ entirely different ways," proclaims 

Jon Richmond, president of Fox 
Interactive. "It's a whole new 
' game experience depending on 
the role you choose." Well, that's 
as maybe, but the more astute 
among you will no doubt 
remember that Its origins date back to the ill-fated Atari Jaguar. 

And surely that can only be a bad thing? 

Well... no. Oxford-based developers Rebellion (who produced 
the Jag cart) have completely re-engineered the whole thing and 
transformed it from a rather flash-looking Doom clone into a sci-fi 
Quake-aWke with recognisable monsties... as our new and never- 
before-seen screenshots can bear witness. 

For those of you unaware of the plot, the action takes place on 
a huge multi-levelled space hulk thing and involves three different 
factions: the Aliens, who are hooked onto the underbelly of the 
hulk; the Predators, who are docked up at the top; and the human 
marines, who lived there in the first place. You can choose to play 
any of these three character styles and the gameplay and user 
interface alters accordingly. Overall it's a bit of a blast fest, but at a 
somewhat more sedate pace than Quake and its minions. However, 

It does have the added 
advantage of allowing 
multi-player games where 
you can log on as any of 

• the three races. Expect 

to see AvP in the shops 
f early next year. Z' 


Those marines don't 
stand a blummen 
chance do they? 


Prey looking 
impressive 



Prepare, ladies and gentlemen, for the graphical event of the decade. 

Prey, currently in development at Texas-based 3D Realms, was demonstrated 
to a select crowd at the recent show in Atlanta and immediately began to 
stir up a considerable amount of excitement. 

The game, which will focus on the character of Talon Brave (a modern era 
Apache Indian thrown into a titanic struggle with a mysterious trinity of alien 
species), will utilise 3D Realm's 'Portal Technology' engine - a stunningly 
'different' way of doing things which has allowed the game's designers to 
'break' the rules of space/time, giving them the freedom to be wildly creative 
in their level design. Developed for accelerator cards only. Prey is something of 
a graphical tour deforce, with stunning 16-bit coloured lighting, transparency, 
fog and all that sort of stuff. Trust us - when you see it, you won't believe it. 

Prey will also be released with a comprehensive Portal Technology editor 
called Pred/Yor (sic), which will allow players to build their own super-complex 
levels with ease and style. 

For more information, take yourself off to www.3drealms.com. 0 
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Micmsoft numuia CQMPAa S. 




PRICES 

EVERYDAY 


BUSINESS SOFm^ 


COMPUTER 

PRODUaS 


ALL THE LATEST 

GAMES RELEASES 



FIFA SOCCER 
MANAGER 


You must choose your 
team and manage the 
toughest and most 
gruelling season 
Europe has to offer. 


£29.99 


GUTS N GARTERS 

Incredible graphics, 
intriguing plot and a good 
old fashioned shoot em up 
all rolled up into one game. 
What more could any 
gamer ask for? 


£29.99 


DUNGEON 

KEEPER 

In life, Nice Guys 
finish last. In 
Dungeon Keeper 
they finish up hun 
drawn and 
quartered. 

Build up your 
dungeon and fill it] 
with traps and 
inhuman 
henchlings who'll 
kill and torture the 
heros' who come 
after your loot. 
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[ 
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CARMAGEDDON 

Forget the rules, this is 
the nastiest driving 
game ever. If you like 
dangerous driving, you'll 
love this game! 


£29.9 
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COMANCHE 3 

Take the controls of 
the World's most 
advanced helicopter 
in this ultimate 
realistic helicopter 
simulation. 


£29.99 



RED ALERT 

The ultimate PC 
strategy game. 
The sequel to 
Command and 
Conquer with 
even more 
soldiers, missions 
and weapons to 
choose from. 

£29.99 



STAR TREK | 

GENERATiq 

Boldly go wha ( 

no-one has goi 
before in this ] 
latest game ■ 
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REDNECK RAMPAGE 


RETURN OF THE ARCADE 


STAR TREK BORG 


DIE HARD 
TRILOGY 

Take on a team of 
highly trained 
terrorists as John 
McClane 


FORMULA 1 

Can you beat Michael 
Schumacher. Here's your 
chance to find out in the 
ultimate racing game. 


INDEPENDENCE DAY 

Kick some alien butt in this ^ 
superb PC game based on m 
the film lA 

LEMMINGS PAINTBALL 


PREMIER 
MANAGER 97 

All the teams, players 
and grounds updated 
for the 96-97 season 


DARKFORCES 

Experience first person 
firepower in the Star Wars 
amverse 


FLIGHT 
SIMULATOR 
VERSION 6 

The all time top 
selling flight 
simulator game 


PGA TOUR CLASSIC 


DUKENUKEM ATOMIC PACK £19.99 


X WING Vs TIE 
FIGHTER 

Join the battle between the 
Rebel Alliance and Empire 
for control of the galaxy. 


CRICKET 97 

Fast bowlers, leg breaks, 
spinners and plenty of 
boundaries 


THEME HOSPITAL 

Build up your hospital 
and manage it with 
limited funds 


ATOMIC 

BOMBERMAN 

One of the best multi-player 
§imes ever makes its return 
on the PC 


ECSTATICA 2 

Great animation 
in this eagerly 
awaited follow 
up to Ecstatica. 
One of the best 
role-playing 
games ever. 


THE COMPUTER SUPERSTORE 


SUPER EF2000 

£29.99 

TERRACIDE 

£29.99 

THEME PARK CLASSICS 

£9.99 

TOMB RAIDER 

£29.99 

TOTAL INSANITY PACK 

£29.99 

ULTIMATE DOOM 

£12.99 

WIPEOUT 2097 

£34.99 


EXTREME VELOCITY 

£29.99 

FIFA 96 CLASSIC 

£9.99 

FIFA 97 

£29.99 

F22 LIGHTNING 

£24.99 

FORMULA 1 GRAND PRIX 2 

£29.99 

GOLF V3 

£29.99 

11th HOUR 

£14.99 

JACK NICKALAUS GOLF 

£34.99 


SENTIENT 

£29.99 

SETTLERS 2 PACK 

£29.99 

SIERRA SPORTS GOLF 

£29.99 

SONIC & KNUCKLES 

£29.99 


PINBALL TIMESHOCK 

£29.99 

QUAKE 

£19.99 

RALLY CHAMPIONSHIP 

£19.99 

REBEL ASSAULT 2 

£19.99 


MDK 

£29.99 

MOTO RACER 

£29.99 

MYST 

£19.99 


CAPITALISM PLUS 

£34.99 

CHAMPIONSHIP MANAGER 2 

£24.99 

CHRONICLES OF THE SWORD 

£9.99 
























































































//ff ! 1^‘f t M. 


DFITRPRD 


F 



Microsoft lure Roberts 

Chris Roberts, creator of the best-selling Wing 
Commander senes, has left Origin Systems to 
form his own company, Digital Anvil. Several 


big publishers apparently showed interested in 
publishing Digital Anvil, but Microsoft have beaten 
them all to it by signing Digital on a deal said to be 
worth millions of dollars to Chris and his new team. 
Chris has taken his brother Erin on board for the 








If we were 
betting men, 
we'd have money | 
on Ocean's UEFA j 
eventually taking ( 
top spot in the I 
charts. But we're j 
not, so we won't. I 


several of the five main characters simultaneously, it 
should provide welcome respite from those perennial 
"Thief, fighter or magician?" decisions. 

UEFA certainly looks set to be one of the more 
impressive footie releases of the year, if these 
stunning shots are anything to go by. 

Officially licensed, with shedloads of 
teams, players and even stadia from 
the beautiful game, UEFA reputedly boasts "more 
frames of animation" than any rival on the market, 
which sounds extremely promising. However, we'll 
hold judgement until we've seen how it plays. 

Developed by Sheffield-based Particle Systems, 
the brooding Infinity IVar places you at the helm of 
a hefty 10,000 ton 'Infinity' class corvette in a 
comprehensive starship simulation which guarantees 
a "free universe inside every box". Particle Systems 
candidly admit to have scoffed over £6,000 worth 
of pizzas during the development of infinity War 
(fat sods), but, greasy keyboard problems or not. 


Big title for Ocean: Gothic graphic adventure Silver. 

they confidently assure us that they will have the 
game finished in time for a November release. 

There's also been further news on Viper, the 3D 
helicopter blaster from the people responsible for 
the megatastic Tunnel B1. Neon are now promising 
"vividly realistic cityscapes", "relentless blasting 
action" and even free post-traumatic stress disorder, 
as the tale of one man and his helicopter against 
the rabid alien hordes grows increasingly nearer 
completion. Viper \s due out before the end of the 
year, as is the aforementioned Silver. © 


(Above and 
left) Darklight 
Conflict meets 
Privateer 2 
in Ocean's 
Infinity War. 


Ocean Software have had their 
fair share of probiems recentiy, 
but they now seem to be getting 
their act together again. Phew. 

It's all happening at Ocean, a company which 
is positively awash with news of forthcoming titles. 

Numero uno is Silver, a wholesome adventure 
which is set in a gothic world that has been ruled 
for a millennium by the mysterious titular sorcerer. 
With over 300 locations and the ability to control 


Come back Bob Wakeli 





Intj^play licence to print money 

It looks as though the recently acquired TSR licence is finally being put to good use, [T " 


thanks to developers Bioware whose obvious love of the genre is ensuring that Forgotten ^ J; 

Realms: Baldur's Gate is shaping up very nicely indeed. " ^ 

The blend of lush, hi-res pre-rendered environments, crisp character animation and real-time \ 4 

combat, all seamlessly woven into the fabric of the enormously popular TSR universe, are ^ 

enough to Indicate that Richard Garriot St Co will have a fight on their hands early next 
year, when both Baldur's Gate and Ultima IX are scheduled for release ~ that Is, providing 
the guys at Bioware can convince their publishers that a multi-player option is a must. . 1 

Due for release before Christmas smacks us on the forehead is a bunch of titles Including ^ - 

MAX 2, which now boasts real-time combat, 16-bit graphics, variable terrain and a six- 
way multi-player facility. There'll also be Crime Killer, a pseudo-futuristic. 

Mad Maxian affair that casts the player in the role of a patrol cop who must rid the city of rioting scum 

" ' ; ; J . . . by any means possible - which 

presumably means road rage and 

^ stunt action a-plenty. The developers 

^ weapons, so who knows, it could 

f ^ ^ potentially be a Carmageddon killer. 

J'— However, we'll reserve our opinions 

until we see some code. Z 


; \ 
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new projert (Erin has worked on Strike Commander and the 
Privateer series) and Tony Zurovec (creator of Crusader for EA). 
Chris is keeping very quiet indeed about the projects Digital are 
working on, although he did hint at the possibility of a Wing 
Commander-style combat sim with extensive on-line options 


appearing at the end of next year. We'll bring you more 
news on Digitals' plans as and when we get it. Digital Anvil's 
Website, as you may have noticed if you've ever been there 
(www.digitalanvii.com), is currently 'arse'. So contact 
Microsoft Connection on 0345 002000 for more information. 






Not, as you would expect, a surgical 
training device, or a sign at the local 
clap clinic, Special Ops is in fact a high- 
octane, action-oriented 3D shoot 'em up 
based on the real-life military activities 
of the Special Forces (Crack US army 
rangers, don't you know - Ed.). 


Whether that'll involve nonchalantly 
slitting the throat of some poor hapless 
night watchmen as you infiltrate an 
enemy camp (like they do in the movies) 
has yet to be confirmed. Gameplay in 
Special Ops will be outdoor-based by 
design, and Zombie - the development 


team behind the game - are telling 
everyone who'll listen that their 3D 
environments, constructed using their 
new 'Viper' graphics technology, will 
be the best we've ever seen. 

Head off to www.zombie.com 
if you'd like to know more. 0 



(Far left to 
right) Tank sim 
iPanzer44, war 
sim Great Battles 
Of Hannibal 
and sci-fi jobbie 
Project Miqomeq. 







Interactive Magic 


ur good friend 'Wild Bill' Stealey has been cracking the whip over at Interactive Magic recently, if their 
latest press release is anything to go by. A massive five brand new, previously unannounced titles are due 
from the North Carolina-based company before Christmas - all, as you would expect, simulation and strategy 
games (which are of course what Interactive Magic do best). 

On the strategy side of things, there are three titles on the way. Ambition is a real-time strategy game of 
empire building, where you are King and where any of your actions evoke serious consequences. The second 
title in the Great Battles range. Great Battles Of Hannibal, is en route and follows on from where Great Battles 

_ Of Alexander \eh oft FmaWy, Project MiqoMeq \s 

a sci-fi strategy wargame with strong multi-player 


elements. All three titles should be available some 
time in the autumn. 

In the realm of all things simulation, 1-Magic will 
be releasing iPanzer 44 in November, the sequel to 
iM1A2 Abrams, as well as Fighter Ops, which is a 
cut-down version of their successful on-line flight 
combat sim WarBirds. Z 



Telstar making waves 


Telstar Electronic Studios have acquired Criterion Studios' forthcoming high-speed boat racing 
game Aqua'Tak, renaming it Powerboat GTand announcing an early September release date. 

This will no doubt be of interest to Interplay, who have their own high-speed boat racing game, 

FI Powerboat, set on course for a September release as well. 

Telstar's Powerboat GT does do things a little bit differently, though. For starters, every boat is armed 
to the teeth with an array of hi-tech weaponry, and the ability to shoot at each other does tend to spice things up somewhat. Powerboat GT will have 
ten different tracks (each with a number of 'secret bit^), day, night and fog conditions, five different boats to race in, a six-player network option, full 
Direct3D support and MMX enhancements. Crikey, how on earth can we possibly handle all that suspense? 0 
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Braben works on a Virus 

Infamous programmer David Braben has 
announced he's to update his '80s action classic 
Virus and give it a fresh '90s style makeover. 


Virus 2000 is a sort of 3D Defender gam which 
takes place over a series of rolling isometric 
landscapes that are under chemical attack 
from invading aliens. The player's task is to 
destroy these dastardly little intruders before 


the worlds are contaminated beyond repair. 

Also rumoured to be on the way is a third sequel 
to Elite, although so far a publisher has yet to 
be named for either game. Keep an eye on 
vvww.pczone.co.uk for further announcements. . 





EAatE^ 


Trippy imagery and fiendish puzzles - Galapagos looks like a cross between a night in Stringfellows and 
a bad Fifth E/emenf-style flashback. Watch out for a full preview in a forthcoming issue. 


Electronic Arts' 
reputation as a prolific 
publisher strengthens 
at the Electronic 
Entertainment Expo. 

Electronic Arts' presence at 
was strong this year, as anticipated. 
Everything exhibited drew large crowds 
- from the impressive Populous 3 through to the 
latest and greatest Madden update. 


A host of new games were unveiled too, including 
Galapagos (working title) - a brain-teasing 3D 
action game with Escher-like puzzles. It's based in 
a dangerous environment, where up and down have 
no meaning and where rivers of iridescent acid and 
high-energy laser mines are beautiful, but deadly, 
artefacts of some other time. 


Coming up too is Nuclear Strike, the sequel to 
Soviet Strike, in which combatants are dropped into 
the jungles of Southeast Asia in a fight to stop a 
madman holding the world to ransom with a nuclear 
device. Wing Commander Prophesy, Origin's fifth 
title in the series, looked as visually impressive as 
its predecessors but will have a different gameplay 
style. Also in the pipeline is The Lost World: Jurassic 
Park-a 3D action game, packed with biological 
perils, based on the motion picture of the same name. 

EA Sports were also showing off a selection of 
new games - most of them updates of existing 
brands such as NHPLA ('98), PGA (Tour Pro) and 
FIFA (Road To The World Cup). That said, there 
were other titles, such as Andretti Racing (which 
mixes Indy and Stock Car competition), and the 
announcement of an officially-licensed NASCAR 
racing game that helped keep the EA locker room 
fresh from bad odours. 

Most of EA's E^ catalogue will see the light of day 
before Christmas, so we'll have in-depth previews of 
the best stuff in the very near future. 0 


(Above) Wing Commander returns. (Above right) Nuclear Strike: hard as nails sequel to Soviet Strike. 


STOP PRESS: Brand new Tomb Raider 2 shots! 



Just as we were going to press, and after exhausting Eidos' resources of 

pictures for our supplement this month, we came across these... You've seen 
Lara in her little shorts and you may even have seen her nude, if you're 
sad enough to check out the site on the Net, but have you seen her in a 
wetsuit before? Here it is. The oft-talked about, but never-before-seen 
scuba gear. Complete with short, tight-fitting, er, shorts - obviously. 

If that's not enough for you, we also have some shots of Lara in her new 
jacket (she feels the cold these days) and some of the new environments that 
we haven't had the opportunity to show you before. These shots have been taken 
from an early 3Dfx build of the software and hence are in SVGA and 16-bit colour - so the glass 
in the shark tank is transparent, and all of the textures in the environment are fully anti-aliased 
to look extra silky smooth. 

Next month we'll be bringing you even more shots, along with as much information as we 
can lay our hands on about the game that is virtually guaranteed to go straight to number one 
when it's released on 17 November. Start counting the days... 0 

































The world's second longest-running RPG series is continuing to 
nip at Ultima's heels. New World Computing's Might & Magic range 
is gearing up for its sixth title - The Mandate Of Heaven. 

Two new engines have been developed for the game, covering 
external and Interior locations. Both promise to provide 360 degree 
freedom of movement from a first-person perspective, with 3D 
accelerator support to follow soon. 

The storyline has been given an overhaul, with a dynamic path 
system allowing for multiple plotlines to branch out at any point. 

In essence, you're just a small part of a large on-going 'world'. 

New World are promising a November release and we'll bring 
you more magical details very soon. Z 


It's doubtful that Holland will use technology 
currently available in recent LucasArts games. 
Holland is now talking to other publishers 
because a historical strategy game does not 
fit in with LucasArts' overall gameplan. 


instead of being turn-based, and a handy first- 
person viewpoint will this time take preference 
over the usual map-based nonsense. 

No shots have been seen as yet, so we've got 
no indication as to how it's shaping up. 


Mighty Alasj^ 


Off their HEDZ 


__— HEDZ (meaning 

^ ___ 'IT’ -fxfreme 

- — — . -L — - Destruction Zone) 

• ^ is one of the most 

*****^****®****®^^^^^^^* original titles PC 

Zone has ever seen, 
but not one of the 

easiest to describe. It's a shoot 'em up with collectable heads, and 
it's set in a place called The Flux - a series of 35 themed combat 
arenas, coloured vibrantly and modelled In full 3D using hybrid 
voxel/polygon technology... and, erm, there are 225 unique heads 
to collect and use, each with their own special qualities. It's... it's... 
it's... well... bloody mad, that's what. Any game with a Muhammad 
All character that 'floats like a butterfly' and attacks the opposition 
with controlled swarms of bees must definitely be a few sandwiches 
short of a picnic. So raise a glass for the boys at Vis Interactive, 
the Scottish development team responsible for Hasbro's HEDZ- 
a bravely different, destined-for-stardom, ultra cool combat game, 
due out in November. 

Not so original, but just as much fun, is Frogger- Hasbro's timely 
reincarnation of everyone's favourite road accident victim. Complete 
with full 3D graphics, 50 levels, ten 3D worlds, and manic quad 
split-screen play, FroggeCs November release will no doubt trigger 
waves of nostalgic hysteria. 

Check www.hasbro.com for more information. Z 




larry Holland's pet project 

flawrence Holland, the man best known for his 
work on LucasArts' range of popular Star Wars 
^combat simulators, has revealed his plans for 


Eldorado, the working title of a game he's been 
beavering at for a number of years, based on 
his knowledge of archaeology and anthropology. 
Set in the age of exploration, Eldorado is in some 
ways similar to Colonization, but it's in real time 


Jane's got a new chopper 

Fans of EA's Jane's AH-64D Longbow will be pleased to hear a sequel has now been 
announced, which is due for release some time this autumn. 

New features include the ability to fly multiple types of helicopter, such as the strangely- 
domed Kiowa Scout and the monolithic Blackhawk (a dynamic campaign engine that’s capable 
of starting a new war every time you fly) and enhanced multi-player action. 

On the technical front, the graphics boast incredible new levels of photo-realism (with up 
to four times the detail of the first game), dynamic lighting effects to enhance the night-flying 
modes and 3Dfx support just to show off. 

More info on these upcoming games can be found at www.Janes.ea.com. 0 
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Sid in space 

Although Sid Meier is currently locked away in 
an isolation booth, bang in the middle of the 
Amazon jungle putting the finishing touches to 


his forthcoming real-time strategy game Gettysburg, 
he's still found time to leak news of his next project 
to the press via on-line sources. 

Alpha Centauri is being described as a real-time epic 
intergalactic strategy game, which will be presented 


in a similar way to Civilization, and will be officially 
announced by Firaxis once Gettysburg is complete. 
More details are scarce at present, but make 
sure you keep an eye on www.firaxis.com for 
further announcements. 


(From left to right) 
3D pow-wow treats 
in Profiteer. WWII 
flightster Wings 
Of Destiny, and 
cool boarding in 
the forthcoming 
Psybadek. 








Psygnosis: what's 


Calm down... calm down. Cheeky Scousers 
Psygnosis are launching a major offensive 
on the PC market. 


To this end they have announced 
details of more games than you 
could shake a 3Dfx card at, all of 
which will support that very same piece 
of graphics-enhancing hardware. 

Respect Inc is a 3D adventure set in 1930's 
Chicago. As an ambitious small-time gangster, 
respect must be earned through a combination 
of intimidation, violence and good old-fashioned 
bribery and corruption. Success will be rewarded 
with fancy threads, sexually adventurous women and 
a daily tureen of Jack Daniels. Not all of this is true. 

With a nod towards nostalgia. The Sentinel is 
being remade. Sentinel Returns vjiW update Geoff 
Crammond's classic '80s strategy game, presumably 
improving on the Commodore 64's audio-visual 
austerity, but hopefully maintaining the original's 
addictiveness and intensity. 

Profiteer is an arcade shoot 'em up with a 
tactical slant. As well as violently slaughtering alien 
lifeforms, the player must also manage research 
facilities, autopsy labs, wingmen creation procedures 
and weapons manufacture. The first of a series, 
the game is part of a five-year plan to establish 
an elaborate on-line gaming world. 

Overboard! was briefly covered last 
month, but the sea-faring arcade 
puzzler is worth another mention 
as we recently got the chance 
to play an early version (looks 
good), and have a shot for 
you to feast your eyes on. 


Psybadek is described 
as a 3D hoverdek {nope, 
we don't get it either) 
arcade action game. It 
features two characters, a 
guy named Xako and a girl 
called Mia, who are graced 
with their own distinct storyline and 
array of abilities. The game will be played from 
a third-person perspective and will boast full 
freedom of movement. 


Psybadeks 
characters are 


distinctly Japanese by design. And 
there are a lot of them too. The little breeders (sic). 



3D platform games, eh? Now Psygnosis have one in 
the form of Rascal. Mario64 has a lot to answer for. 


Psygnosis' forthcoming World War II flight 
sim, Wings Of Destiny, allows you to fight for 
either side and offers a choice of four planes: 
the Messerschmitt, the P51 Mustang, the ME262 
German Fighter and the trusty Spitfire. Obviously, 


every decent Englishman will make like Douglas 
Bader and slap down the evil Hun. 

Formula 1 '97 represents a swift update for 
the Grand Prix simulator-cum-arcade game. With 
enhanced graphics, and all the official FI teams, 
drivers and cars for the 1997 season, the player can 
take his pick. Just make sure you don't get lumbered 
with Damon 'one point' Hill... 

Moorcock, Moorcock, Michael Moorcock, 
you fervently moan. Set in the fantasy novelist's 
universe, Elric is a beat 'em up action game based 
on combat and the use of magical runes. As the 
eponymous hero, you must resurrect your beloved 
Cymoril by reconstructing the Cross Of Chaos in 
an isometric real-time fashion. 

And finally, Rascal \s a 3D platform game with 
main character design by the late Jim Henson's 
Creature Workshop. Accelerated 3D graphics doff a 
cap in the direction of Nintendo's recent Mario hit. 

All of Psygnosis' new titles are scheduled for 
the end of this year or the beginning of the next. 

As usual, believe it when you see it. 0 




(Above inset) Kneecap your friends in Respect Inc. (Above, left to right) Man. Overboard!, Formula 1 gets a facelift in this '97 edition, and goblins and wizards in Elric 
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Stand aside: Men In Black 

ladies and gentlemen, please stand aside for 
the Men In Black-a team of intergalactic 

the scum of the universe and to star in a 

unknown talents of LA-based developers Chronic 




spanky computer game of their very own. 

Will Smith and Tommy Lee Jones' ultra chic 
sci-fi blockbuster is to be turned into a non-stop 

Entertainment (who acquired the licence themselves). 
Men In Black vj\\\ use Chronic's own "top secret game 
engine" and is due for release some time before 

f'hrlctmnc A 111^ nnhlichDr hac \/ot to ho onnniinrpH 
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law enforcers determined to rid the Earth of 

action-based adventure, thanks to the largely 
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French Fancies 


i ■ I koodoo Kid sees you as the 

^ eponymous stripling trapped aboard 
^ a mysterious pirate ship by the nefarious Baron Saturday. 

mf Acquiring voodoo skills, which presumably means sticking 

pins into small dolls and sacrificing the odd chicken or two, 
it'll be your task to free your fellow captives and evade the 
loathsome attentions of the Voodoo Baron. 

Pilgrim continues In the adventuring vein, transporting 
you back to medieval Europe on a quest to deliver a 
^ manuscript containing the lost Gospel Of St John. It 
boasts some highly impressive 'Moebius' graphics 
and an authentic 13th century feel - if lurking about in a suit of armour is your 
thing, you certainly won't be disappointed. 

Yet more medieval larks beckon attractively in Hexplore, a real-time fighting 
adventure fest which sees you controlling up to four different characters and 
taking on a sinister brotherhood of dark sorcerers, in a fevered race to find 
the lost garden of Eden. 

Alternatively, try taking on the mantle of Stan Blaskowicz {Eh? - Ed.) and 
I “ ^ 1 plunging into the virtual world of Outcast 

! - a richly detailed action adventure, which 

I / apparently features a full musical score 

j ^ - from the 

Y .;ii Moscow 

__ j I ^ Orchestra. 



Facelift for Screamer 2 


Development of Virgin's Screamer 2 did 

not stop after the game's release late last 
year. Milestone, the people who designed 
and coded the original game, continued 
to work on it and are now almost ready 
to unveil an updated, graphically enhanced 
version known as Screamer 2 Rally. 

Most of the original elements will be retained 
in this new version (same Al, physics, structure etc), but 
this time players will get the opportunity to drive five of 
the best-known rally cars (Lancia Delta HF, Renault Megane, 
BMW, Subaru Imprezza, plus a new bonus vehicle) across 
England and Columbia, on four new off-road and dirt tracks 
(Tuscany, snowbound Grand Canyon, Canada and China). 

There'll also be a revised front end, six (rather than four) 
CPU opponents, and full 3D card support - all for under £30. 
According to 3Dfx, the most requested game after Quake for 
a 3Dfx makeover is Screamer 2, and since Screamer 2 Rally 
supports 3Dfx, that should keep most people satisfied. Screamer 
2 Rally vjWI be revving into action some time in November. 0 




► 



McManaman pulls the defender wide...glorious one-two..! 
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Tank Platoon sequel announced 

MicroProse wowed everyone at the show in 
Atlanta recently, with the last-minute inclusion of 
M1 Tank Platoon 2 into their exhibition of titles. 


Featuring campaigns in the Middle East and 
former Soviet republics, including an all-out 
war that involves the whole of Europe, Ml 
Tank Platoon 2 is a vast, impressive-looking 
combat sim lined up for immediate success. 


With stunning graphics {even in unaccelerated 
form), dramatically-lit night missions, and a 
comprehensive mission builder, you can bet that 
Ml Tank Platoon 2 is one title we'll be keeping 
you well up to date with in future issues. 


, .. . ... .... . 

Gametek hopes 
to reap reward j 




Hang up your 
hang ups in 
Interstate 77 



Douglas Adams' long-avyaited adventure game. Starship Titanic, is announced. 


mfi- f * await the arrival 

Gametek's Dark Colony, 

I news of two new releases 

' Windsor-based 

II company reaches us, thanks 

^ to successful undercover 

f ' ^ surveillance work courtesy 

* of The Man Who Knows. 

^ ffj J Looking mighty fine is 

- -^ The Reap - a colourful 

-- isometric blast 'em up 

_ _ advanced Al that reads 

your progression through the 
game to control forthcoming ^ 
1 ^ events and direction. The Reap ^ 

^ ^ is currently set on four worlds 

■ ff ^ ' • y of different terrain comprising 

‘ a desert, an underwater city, 

some ice caves and a futuristic 
city. Each world houses massive 
^ 3D modelled levels, complete with 
uniqu^light sourdng and a host of other special effects. 

Guardians Of Justice, the second Gametek title uncovered by 
our Fedora-clad detective, also plumbs for an isometric viewpoint, 
but is slower paced with roots in adventure and strategy genres. 

With licence to fly around and get in people's faces and stuff, you'll 
play the role of a superhero - serving and protecting whatever 
simulated metropolis the game chooses to dump you in. 

Sources indicate an end-of-year release for both games, so keep 
your eyes firmly peeled for more information. Z 


lUJi INI I Milk 


(Top) The Reap has sor 
great lighting effects ( 
you can quote us on tt 


*Ci\P 

absence with Starship 
Titanic, an adventure game 
firmly in the HitchHiker's tradition. 

Adams' last venture into the arena 
was with the much-missed adventure 
specialists Infocom and Bureaucracy, 
but now with his new multimedia 
company. The Digital Village, he hopes 
to reinvent the somewhat staid world 
of the adventure game. 


of freedom in conversations than 
any game to date. 

The Digital Village have set 
up a very stylish and specialised 
Website to help promote the game 
at www.starshiptitanic.com, 
which is definitely worth a visit, and 
we hope to bring you an in-depth 
look at Starship Titanic in the next 
few months. 0 


Back on the road again 

Auto-vigilantes hungry for more bell-bottomed, in-car action would 

do well to note the November release of Activision's official follow-up to 
Interstate 76, in the shape of the logically titled Interstate '77. 

A standalone epilogue to its innovative predecessor, Interstate 77 is an 
expansion pack, but unlike many other add-ons, you won't need the original 
Interstate 76 to run it. The player this time assumes the role of Taurus, 

the poet-warrior who guided Groove 
Champion through the first game, in 
a battle to save the world from the 
destructive grip of a warmongering 
General. Now however, Taurus will 
have a sidekick called Jenny and 
the game will also feature many 
other new characters, as well as 
all the old favourites. 0 


Gex II meets 
Pandemonium too 

Small lizards with detachable tails are not usually the stuff 
of gaming legend, yet Crystal Dynamics' Gex: Enter The Gecko 
could be about to reverse that negative trend. It's a rather splendid- 
looking 3D actioneer, which pits the reptilian Gex against his 
arch-enemy Rez in a battle for control of the nation's TV channels. 
Comedian Dana Gould provides the voiceovers in what promises 
to be a vast, satirical side-swipe at all things Hollywood. 

It won't surprise you to learn either, that Pandemonium 2 follows 
directly on from its illustrious predecessor, but this time boasts a 
variety of enhanced characters, extra moves and a new roving 3D 
camera. The psychedelic chase for the Comet Of Infinite Possibilities 
has probably never looked so appealing. 

Gex: Enter The Gecko will be slithering onto the gaming shelves 
in November, while Pandemonium 2 will be 
creating havoc just over a month later. Further 
news, shots and even some real-time movies 
are available from Crystal Dynamics' 

Website at www. 
crystald.com. Z , 
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related to the theme, such as capturing villains on 
the superhero table, or creating a monster on the 
mad scientist table, and will be viewable from an 
unheard of number of angles. If you fancy going 
flipper-crazy, you'll have to wait until December. 


Sure plays a mean pinball 

Full Tilt! 2 Pinball is the rather clumsy name of 
Ibterplay's forthcoming sequel to Virgin's previous 
hit Confused? You should be. 


Developed by NMS, the guys who did the original 
Full Tilt! for Virgin, Full Tilt! 2 Pinball \s to feature 
three new full-screen tables with themes based on 
superheroes, aliens and a mad scientist's laboratory. 
Each table will have its own series of special missions 




Eidos go game loopy 

[ A year ago they were nobody, now they are not to be messed with 
f EIDOS keep up their relentless assimilation of the games industry. 






Another day, another Eidos 
game. Not content with snaffling 
up big stuff like Tomb Raider 2 
and Daikatana, the most prolific 
publisher in the universe has 
gathered a rack of 'sleepers' under 
its belt. Forsaken, for instance, is 
a Direct3D powered RPG with a 
Nordic feel. All the usual mod-cons seem to be 
on hand (real-time lighting, vast immersive 
i gameworld, motion-captured models 
etc), as well as a new "unprecedented" 
way of dealing with combat and spells. 

The artwork has been developed by 


Den Beauvais, 

whose credits include the art direction of the 
new Aliens f\\m. The developers, Cinematix, have 
taken the Daggerfall route and provided non-linear 
gameplay - you can go where you like. If they can 
get it working, it could create big waves in the RPG- 
starved pond that is the PC market. (What? - Ed.) 

In utter contrast. Chill is a snowboard simulator 
which throws the player down five mountains, 

50 runs, and a bunch of scary off-piste challenges. 

Expect a cross between Wave- 
Racer an6 the daft skiing arcade 
machine with more freedom 
of direction, a true skeletal 
animation system, and some 
two-player split-screen action. 
Hidden bonus runs and a chance 
to become King Of The Mountain 
add extra replay value. Goatee 
and silly shorts, however, 
remain optional. 

Moving swiftly on, Lunatik 
delves deeply into sci-fi shoot 
'em up territory, drawing on the 
simplicity of such glorious classics 


Power FI for 
Windows 95 is 
not the same 
game as Power 
FI (for DOS). It's 
gonna be far 
more advanced. 



(Left) Could Forsaken outstrip Diablo of its crown? 
(Above) Yo - Chill man. The game we mean. 

as Zaxxon and Defender. You get to rove the 
surface of eight man-made 'moons', indiscriminately 
blowing up waves of bad guys, bombing the surface, 
and collecting power-ups. Looks like a return to 
the mindless blast-a-thons of yore (albeit with 
a suitably '90s engine), which is cool as far as 
we're concerned. 

Finally, there's Power FI Win 95, a high-speed 
racing thing, officially sanctioned by Fuji and firmly 
slanted for realism over mindless arcade action. The 
13 teams and their cars have been recreated right 
down to the quantum level. The 17 tracks have been 
constructed down to the nearest centimetre from 
survey maps. Sophisticated Al is intended to capture 
the personalities and bad habits of famous drivers. 
Real-life climate conditions are being drawn upon 
to create 'proper' weather. All this plus loads of cool 
particle effects, fluid camera views, and a 26-player 
network option. We're looking forward to it. 0 
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No stopping Maxis 

With Sojourner currently plodding its way across 
the surface of Mars, Maxis - purveyors of all 
things Sim - have announced three new titles, 


each with a distinctly extra-terrestrial theme. 
Nightfall \n\\\ cast the player in the role of a 
terra-forming engineer charged with developing 
a barren planet into a habitable world. The task 
isn't made any easier by a band of alien gits 


It’s all 
go at GT 





Youngblood. 
(Right) Stealth 
Reaper 2020: 
nice landscape, 
rubbish cockpit. 


Not content with the likes of Unreal. 
Shadow Warrior, Duke Nukem Forever and 
Prey on their books, GT Interactive press 
ever onwards in their quest to keep their 
■: burgeoning portfolio fresh and alive. 

With the promising Total Annihilation 
[I. - - taken care of in a Blueprint on page 
ife " * " 62, we'll take a look at BugRiders. 

Slated for an autumn release, BugRiders 
4 - ■ is a fast combat-racing game spread over 

% six course styles, with branching courses 
:| and evolving tracks. Developers n-Space 
are also incorporating spilt-screen and 
multi-player deathmatch elements. 

Youngblood - Rob Liefeld's best-selling 
indie comic about a specialised taskforce 
of modern superheroes - is the eponymous 
title of GT's game adaptation. This innovatively 
presented top-down adventure will feature 
lots of pre-rendered imagery, over 11 real-time 
scenarios, and will hit the shelves in November. 

GT Interactive are also planning a bold step 
Into the combat flight sim market, with chopper 
sim Ahx-1, which Is due for release in September, 
and "futuristic war machine capable of mass 
destruction" sim Stealth Reaper 2020, scheduled 
to hit the shelves in October. Z 




n 
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(Above left) Choppers galore in Ahx-1. (Above right) 
BugRiders: an FI-loving entomologist's wet dream. 


(Above) Rob 
Leifeld's comic 


comes alive in 





WW Soccer, sort those log shadows out Sega! 


There's more good news for all things 
Virtue in the shape of Virtue Cop 2, slated for 
release in November. The Lost Bronx, out in 
December, completes the beat 'em up roster, 
and will see you prowling the mean streets 
of Tokyo looking for aggro in a Virtue stylee. 

Debuting in the crowded footie arena 
in July is World Wide Soccer. It boasts fluid 
3D animation, multiple camera angles and 
a plethora of playing options, including 
squads of fully customisable players. Sports 
junkies will also be heartened to learn that, 
erm, that 'tallest' of games - basketball - 
completes a sports double-header with 
NBA '98, letting you shoot the hoops with 
hundreds of authentic players 
from the star-studded league. 

Doytono USA Deluxe and a 
conversion of the successful 
arcade racer Sego Touring Cor 
Chompionship, both of which 
support Direct3D acceleration, 
are planned for January '98. 
Finally, Sega complete their 
package with the shoot 'em up Enemy Zero 
and platform compendium Sonic 3D Blest, 
a collection of the spiky one's finest gaming 
moments. Be sure to enter www.sega.com 
for further enlightenment. 0 


Or so Sega said, 
they still haven't proved it 
to us. Maybe this little lot 
will change our minds? 


There was no holding back from console 

and coin-op giant Sega at the recent Electronic 
Entertainment Expo. The company previewed 
nine new PC titles which draw strongly on 
their dominant arcade presence. 

Virtuol ON: Cyber Troopers heads the 
arcade-to-PC action field, being a frenetic 
freewheeling 360 degree robo warriors beat 
'em up, which offers a choice of hand-to-hand 


(Above) Something the 
PC could have done 
without. (Right) Virtua 
Fighter 2 kicks ass. 


or ranged cyber combat. One of the first Sega 
titles to be optimised for MMX, eight different 
cyber blokes and ten lavish battlefields await 
your viewing pleasure this August. 

Flex more polygonal muscles in Virtue 
Fighter 2, a direct conversion of the popular 
arcader which features an "ever-changing 3D 
perspective" plus plenty of knuckle-wearing 
special moves. VF2 is also due in August. 


(Far right) 

The Russians 
are coming: 
Sega's Virtual 
ON. (Right) 
Body-popping 
targets in 
Virtua Cop 2. 
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(ho've turned up late to the party. Adapting 
sra-forming skills and using the actual 
Wironment itself to take the fight to the 
aliens, Nightfall seems set to be an action 
itrategy experience of the first order. 


Meanwhile, Tycho Rising continues the 
'other world' theme and sees prospective 
players struggling to establish Earth's first 
lunar colony, while Chromaform has you 
dabbling in the murky waters of genetic 


manipulation, building and battling enhanced 
creatures across a wide variety of worlds. 
Further information on all three of these titles 
can be found simply by pointing your browser 

at vwvw.maxis.com. 





My god, it's full of stars 

saw Bethesda Softworks embrace release fever with three new titles 
which should all be seeing daylight before the end of the year. 


The long-awaited 10th Planet 
is an epic interstellar conflict 
(co-developed by Independence 
Day creators Centropolis), 
which combines searing 
space combat with detailed 
strategic planning. Featuring 
massive multiple fleet battles 
and a faithfully rendered solar 


system, with over 80 different planets and moons, 
just take a butchers at our sexy, exclusive screen- 
shots and we're sure you'll agree that fighting the 
alien hordes from beyond Pluto has never looked 
so graphically gorgeous. 

Although we first blew the lid (as it were) on both 
Battlespire and Redguard last issue, fans of the Elder 
Scrolls series will be heartened to feast their mince 
pies on these new screenshots, which promise plenty 


The guys behind the 
spectacular (but risable) 
Independence Day are now 
working on 10th Planet. 


of XnGine-powered 
fantasy antics from 
the ever-popular 
role-playing universe. 

Battlespire is set 
for an early doors 
release in August, with 
The 10th Planet and Redguard \eap\ng off the 
sub's bench some time around Christmas. © 


Oh no, more Worms 

One of the most enjoyable games of last year is to be given a spanky new lease of life thanks to Team 17 
Software. Worms 2 is the madcap sequel to the deranged game of annelid annihilation that proved to be even 
more addictive than Puzzle Bobble on mescaline or a truckload of Walls' Big Feasts. 

^ This time, up to eight players can take part in any one match, with 
^ J all new weapons being deployed on the hapless wrigglers. Even more 

I- 1 interesting is the weapon editor 


that allows you to devise your 
own maniacal killing machines. 

The graphics have been given a bit of spit and polish 
and now look more 'cartoony' than ever, with over 8,000 
frames of animation in the full game. You can also create 
a variety of your own sound effects to torture your friends 
with whenever you turn one of their soldiers Into, er, a 
can of wormfood. 

More information about this sequel can be found on the 
world wide worm (Terrible - Ed.) at www.worms2.com. Z 



M 
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(From left to right) Battlespire; Redguard; The 10th Planet-sunk up to the nuts in glorious 3D graphics. 



Not everyonr can handle the excitement 


Sega Worldwide Soccer PC. Simply lliie greatest football game ever created. 
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Exorcising demons 

PC Zone recently took its first ever look at 
Demonworld, a new real-time fantasy strategy 
game from German developers Ikarion, first 


impressions of which were, erm, how should we 
describe them? Well, somewhat mixed really. 
Apparently inspired by Mindscape's adaptation 
of the Wartiammer series. Demonworld is a 
weird combination of real-time strategy gaming 


(hex-based, you'll be pleased to know) and 
die-hard role-playing. The press blurb says it's 
is a "simulation" (erm, no...) and mentions 
an August release in its native land of Germany. 
A UK publisher has yet to confirmed. 
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egular readers should know the form by now, so let's not waste 
any time and instead dive straight into revealing the latest ins 
and outs in this wonderful business we call game. 

Along with virtually every parasite who ever waggled a joystick, Atlanta, 
Georgia, served as the destination earlier this month for the annual 

, or if you will. The show 
itself proved to be business as usual, and was therefore a vulgar circus 
of ostentation and exploitation. Ludicrously expensive stands jostled for 
position, and companies stopped at nothing to gain attention for their 
products (which if the loudmouthed Americans in baseball hats and suits 
were to be believed, were ail absolutely brilliant). Liars. I must admit that 
the pounding music and flashing lights proved a little fierce for a creature 
of the night, although I did find myself unwittingly drawn towards the 

stand, where an array of scantily clad girls 

performed a particularly Interesting hourly dance. Nevertheless, despite 
a plethora of on display, and the fact that this year's show was 
the biggest yet, the attendance dipped drastically from last year's Los 
Angeles-based event, dropping by some 35 per cent. This can probably be 
attributed to the East Coast location, as most of the games industry Is 
located on the West Coast. Unfortunately, the same venue has already 
been booked for next year's show. It gets you out of the house, I suppose. 

Moving swiftly on, fans of old-school point-and-click adventure 
may be interested to learn that the canine/lepine freelance 
police duo are set to star in their own animated television series. Toronto 
production company are currently planning to produce 

2611-mlnute episodes for in the States. Creator 

is involved, the director is and the 

story editing will be by . Hopefully the series will make its 

way to these shores as soon as is humanly possible. ‘Let dog see rabbit', 
as I believe they are wont to say in the North of England. 

Development company has died an 

early death. Their woes were primarily financial, and not helped by the fact 
that of five titles in development, three were canned after a significant 
amount of work had already been carried out. Of the remainder, the 
interesting looking went way over budget and was 

delayed for eight months. This left the company with only one marketable 
product, , a universally slated full-motion video 

adventure that sold less than a thousand copies Stateside and has yet to 
see the light of day over here. 

from has undergone a change of 

name, and will now be released as . Developed by Simis, it's 

a futuristic space combat and flight simulation affair set within our own 
solar system. If it's anything like Grolier's Banzai Bug (which we rather 
doubt it will be), it'll certainly be one to avoid. 

After the brouhaha preceding the release of the vehicular gore 'em up 
, the game shot to the top of the hit parade within two 
days of its release. Naturally, publishers were chuffed and managing 
director was moved to comment: "We're extremely 

pleased. Much has been made about the alleged controversial content of 
Carmageddon, with certain ill-informed guarters calling for an all-out ban. 
We have always maintained that Carmageddon is the game that the market 
wants and are pleased that the customers are endorsing that view." Ail of 
which goes to prove that sometimes there's no such thing as bad publicity. 

On the subject of controversial car games, following last month's 
revelation concerning Grand Theft Auto being raised in the House Of Lords, 
my snouts have furnished me with a transcript of the proceedings and I 
enclose this brief excerpt. Lord Campbell Of Croy: "Is it true, as reported, 
that the game includes thefts of cars, joyriding, hit-and-run accidents, 
and being chased by the police (Let's hope so - Ed.), and that there will 
be nothing to stop children from buying it? To use current terminology, is 
that not an 'off-message' for young people?" 

Here's some more current terminology: kiss my arse. Cheers then. 



Ubisoft announce four 








A rack of new releases, 
destined to whet the 
appetites of sports and 

arcade fans alike. (Above left) Create your own Rayman levels in Ubi's 

new Gold Edition. (Above) FI Race Sinr. best of bunch. 

The snappily titled FI Racing 

Simulation does exactly what it says on the box, being an immaculately detailed sim of the 
1996 season. With tasty 3D accelerated graphics and a full roster of teams from Damon's 
championship year, this could be a real contender for FiGPZ's pole position. 

On the other side of reality. Tonic Trouble is a colourful, flipped-out action adventure game 
which takes full advantage of Pentium II technology to create a host of original (and obviously 
drug-enduced) effects. Featuring Ed the ET's efforts to retrieve a psychedelic potion which has 
fallen to earth. Tonic Trouble already looks graphically sumptuous and promises to be one of 
the more innovative and, yes, frankly weird adventure releases of the year. 

Rayman Gold sees the popular platformer receive a full body makeover, with the addition 
of 24 new levels, plus a set of construction tools to design your own maps. 

Finally, for footie fans. World Football '98 offers a soccer fest that's tweaked for speed and 
realism (though not graphical style obviously), with commentary from Sky's Martin Tyler. 

All four titles will be appearing between now and Christmas and will receive substantial 

on-line support with extras, levels and 
add-ons freely available from the Ubi's 
Website at www.ubisoft.co.uk. 0 

(Far left) 
Pentium II 
only, Tonic 
Trouble. 
(Left) It's 
a footie 
game with 
sprites! 

You read it here first 



Oh yes, you most certainly 
did. As we 'send the mag 
to bed' here are a few last- 
minute snippets of games- 
related info that came into 
the office at the wrong end 
of the schedule... 

Old and crusty (not to 
mention, usually trusty) Elite 
have seen fit to announce five 
new PC games (publishers 
TBC), all of which are due 
for release before the end of 
the year. The line-up includes 
KPH{a 3D driving game), Ford 
Challenge (the official licensed 
multi-player on/off road racing 


game). Super Touring (a 
six-car, circuit-based touring 
car racer). Dr Franken Jr 
(apparently the 'spiritual 
successor' to the lacklustre 
Gameboy platformer that 
was released back in the early 
'80s), and The Elimination 
Game (an action/strategy 
3D 'gameshow' affair). How 
about Kokotoni Wilf '98 or 
Airwolf 3D mstead? 

The secret football 
management project from 
Maxis, Player Manager '98, 
has been delayed due to 
EA's recent acquisition of the 


company. A new release date 
has yet to be confirmed. 

Now YRIHF simply wouldn't 
be the same without at least 
one Star l/l/ars-related rumour, 
so raise your hands and sing 
hallelujah for news of yet 
another LucasArts invention: 
the N64 to PC conversion! 
Rumours of a PC version of 
Shadows Of The Empire, 
a game which is currently 
wowing Nintendo 64 owners 
the world over, can now be 
backed up with hard facts - 
it'll be 3Dfx only, and will be 
out before Christmas. Yay! 0 | 
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In 1938, football simulations left a lot to be 


desired. Chalky goalposts and Biggs minor in your 


team. Fortunately, today there's World Football '98. As 


well as a choice of 6086 real life players and 358 teams. World 
Football '98 brings you seriously fast action and intense realism. 


Ifs also got great goalposts. 


THSr BOWACnEED THEY mRE THE MOST 
EAUSTIC GOALPOSTS THW^ HAD EVER SEEN 


SQBjll 


Ibl _ ^ 
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Gracing these fine pages and this month's cover 
CD, you'll find a spanky coiiection of the very latest 
in-game screenshots from many of the hottest 
games currentiy in development. So Ladies and 
Gentiemen, we proudly present Hot Shots: the 
original and the best. Accept no imitations. 


F22 Air 
Dominance 
Fighter (DID) 

Those good old Warrington 
boys at DID have had their 
heads down beavering 
away on their new ¥22 
sim - and by jiminy, it's 
looking incredibly good. 

Having witnessed an 
accelerated version of 
the game up and running 
at the Show in Atlanta 
recently, the PC Zone team came away suitably impressed. 

The latest in a long line of F22 sims. Air Dominance Fighter utilises enhanced 
3D graphics technology featuring advanced light sourcing, transparent cloud 
layers, night vision and atmospheric weather conditions. DID's incredible 
War-Gen combat system makes a welcome return, with over 40,000 possible 
start locations between more than six different countries. 


Blade (Rebel Act) 

Exclusively revealed way back in 
issue 45, Rebel Act's fantasy action 
adventure. Blade, has advanced 
significantly since we first saw it, 
and we've now got some new 
screenshots for you to drool over 
(we've even wiped our own drool 
off for you). As yet, there's still no 
UK distributor lined up to take the 
game on, but rumour has it that EA 
are tipped as prime candidates. One 
thing's for sure, whoever gets hold 
of Blade will no doubt have a hit on 
their hands when it sees the light of 
day early next year. 
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Fighting k 

Force | 

<Cora DMiqn) N 

On course to be one V 

of the most spectacular ^ 

beat 'em up titles to 
appear on PC, Core's 
Fighting Force is currently 
wowing all who've seen it, 
with its super-fast polygon 
graphics and relentless 
in-yer-face action. The 
game itself is reminiscent 
of classic scrolling beat 
'em ups such as Final Fight, 
Double Dragon and Kung 
Fu Master (remember 
that?), except this time 
the camera will follow 
you around in full 3D. 

With knobs on. My how 
things have changed. 









>VOU RRE STRNDING * 


IN RN OPEN FIELD IHEST 
OF R 111 HITE HOUSE... 



YOU'LL aLwaYs remeniBer Your 
FirST Time uaiDerGrouriD. 


LI 



Actiuil views from the game. 










Since 1979, millions have fought for the love of magic in the Great Underground Empire of Zork. 
Now the Grand Inquisitor would love to see magic destroyed... and you totem i/ed (a veiy bad thing). 
Rock-eating Brogmoids, gondola rides through Hades, and a bored Dungeon Master 
who lives inside your lantern... It can oidy happen Underground. 


GranD openinc, winter 1997 winDows ' 95 cd-rom 


Activision jmi Zork are registered trademarks and Zork Grand Inquisitor is a trademark at'Activision. Ine. i <.)()- Activ i'iiop l>'c, Ai! i ignis reserved. 
.All other trademarks and trade names are the properties of their respect i\e owners, vvwvv .act i> ision.coiii 






Welcome to PC Zone's version of 
The Chart Show, sponsored by Our 
Price. Each month it'll feature the 
titles we think will be flying off the 
shelves in the coming weeks, and 
it will also play host to exclusive 
news and competitions. 


DUNGEON 

KEEPER 

(Electronic Arts) 

£29.99 


ACTUA SOCCER 

(Gremlin Interactive) 

£7.99 


DARK FORCES 
(WHITE LABEL) 

(LucasArtsA/IE) 

£9.99 


PUZZLE BOBBLE 

(GT Interactive) 

£14.99 


FIFA SOCCER 
MANAGER 

(EA Sports) 
£29.99 


SUPER PUZZLE 
FIGHTER 2 

(Virgin) 

£14.99 


X-WING Vs 
TIE FIGHTER 

(LucasArts) 

£29.99 


DUKE NUKEM 

(GT interactive) 
£9.99 


C&C: RED ALERT 

(Virgin) 

£29.99 


© AGERLY AWAITED FOR THE LAST TWO YEARS AND STRAIGHT INTO THE NUMBER 
one position is Dungeon Keeper. Guaranteed to keep game fanatics everywhere 

up all night, this new title _ 

has been selling like hot 
cakes, so buy it while you ^ r 
can to avoid disappointment. 

Meanwhile, Puzzle Bobble is proving to J 

be another popular option, holding firm at ^ 

number five in the chart. This great game 

is affordably priced at £14.99 and is well ^ 4 ’ J ' • 

worth every penny. ' ^ 

Finally, to take part in this month's Our t " > ^ 

Price Top 10 prize giveaway, just put pen — I -- 

to paper, answer the question below and - ^ ^ 

send it in to: PC Zone Our Price Competition f ^ 

CPCZ79A, Bradley Pavilions, Bradley Stoke - ■ 

North, Bristol BS12 OBQ, UK. ^ * 




OUR PRICE QUESTION 
Who developed 
Dungeon Keepet? 


Rules and restrictions: All entries must be received 
by Friday 29 August 1997. No correspondence will 
be entered into. The editor's decision is final and 
the winners will be notified by post. 

All other usual restrictions apply. 


DISCLAIMER: The Top 10 printed is correct at the time of going to press but positions, titles and prices may vary throughout the month. 
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Plays The Latest 
Dance Samples 
On Your Stereo... 



THE DANCE ROM \ 

THE VIRTUAL LISTENING POST \ 
IN YOUR HOME 




Every month this unique technological new product will give you the chance 
to sample the best new Dance music releases on the market today. 

D-ROM can be played on any CD player to sample a huge amount of new 
releases and classic anthems from the likes of Limbo, React, XL, Crosstrax 
and many more... 

D-ROM, when played on a computer, will send you Into a world of musical 
cyberheaven, transporting you through a maze of interactive tunnels to 
listen and watch video and music clips of house, techno, drum and base, 
RnB, break beat, hiphop and much much more. 

Reviews from big name DJs and buzz charts each month. 

Guaranteed to be the most up front collection, bringing you unique 
access to all that's new In the dance world. 

D-ROM is compatible with Macs and PCs, will run on Windows 3.x and 
Windows 95 and can also be played on your stereo. 





Released in August at only £4.95 from all good 
record and computer stores 


, ^ For telephone orders 

and information 

A phone: 0181 805 7788 


■ : ’liixn iul 



SUBSCRIBE NOW !!! 

Please make cheques payable to: 

Fast Forward Electronic Publishing Ltd. 

send with this coupon to recieve the first ever D~Rom! 
Name 

^ Address 

i 

I 

L Send cheques to : RECOGNITION, PO Box 14288, London SE22 8ZL 
1 Tick one box and send with your payment 
i I one issue @ only £ 4.95 H 6 month's worth for £ 24.95 
li ■ one year (12 issues) for £ 39.95 














Oil ) ...Molyneux! 


This month Mistah Charlie 
Brookah travels to Guildford to talk 
shop with Peter Molyneux, creator 
of Dungeon Keeper... 

© ETER MOLYNEUX HAS THE SORT OF 
kitchen you'd expect to find in a Bond 
villain's secret lair, by which I mean that 
it's got loads of hi-tech gadgetry lurking 
beneath every surface. Push a foot panel, and 
a large set of automated shelves emerge from either side 
of the (immense) refrigerator, bearing food. The cooker 
rises up from beneath the sideboard when required, and 
lowers itself back down again when no longer needed. 

No doubt the bread bin unfolds to project a rotating 
holographic globe In the centre of the room each time 
he fancies launching one of the missiles he's got tucked 
away under the tennis court out back. 

The man has quite clearly got a penny or two. Apart from 
being the creative driving force behind a series of wildly 
successful games such as Populous, Syndicate, Theme Park, 
Magic Carpet and, most recently, Dungeon Keeper, he was also 
head of Bullfrog, the company which developed said games 
for Electronic Arts. But he's not head of Bullfrog any 
more. He's left to form his own company. 


PC ZONE: 

So why leave 
Bullfrog, huh? 

PETER MOLYNEUX: It's a 
funny thing. It's been going on 
so long, but I couldn't legally say 
anything up until now, which is 
rather like having a very, very big 
bloke holding a very, very big gun 
to your head 24 hours a day - 
extremely frustrating. The main 
reason I'm leaving is that I want to 
concentrate on what I really enjoy 
doing: making software. 

ZONE: Couldn't you have done that 
at Bullfrog? 

PM: When Bullfrog got to a certain 
size, it changed. It was part of a 
massive organisation. It became a 


-o 

Look, it's Esther Rantzen. Let's 
tell her how much we hate 
her, shall we? 1, 2, 3: 

"We hate you, 

Esther!" Yaay! 


eight o'clock on the 
dot and wonder what the 
bloody hell I'd done all day. 

I couldn't have gone back to 
being a programmer at Bullfrog - 
it would never have worked. I'd been 
managing director and you can't Just 
switch all of that off. 

ZONE: How much pressure was 
there to finish Dungeon Keeper? 
PM: I can't tell you how much 
pressure there was to release 
Dungeon Keeper. There was 
pressure from EA, there was 
pressure from people at Bullfrog, 
pressure from the whole of 
the industry, you could say. 

There was so much pressure 
that a lot of very silly things 
happened. At times it was really 
tempting Just to say "right 
then", and release it - 
but we had to get it 
right. It's not Just my 
game, it's the entire 
team's game. 

They all worked 


Peter's playthings: (From above) Populous, Syndicate, 
Theme Park, Magic Carpet. Dungeon Keeper. Theme 
Hospital and Syndicate Wars. And every single one 
of them's a winner. By god, you can almost hear the 
epochs shattering. 


more corporate environment. It became a place where there 
were fire drills, where there had to be a certain number of 
plugs per desk, where everyone had to have a regulation 
wastepaper bin and a regulation monitor. I want to concen¬ 
trate on writing software, and not give a shit about whether 
or not you've got regulation equipment and all that bollocks. 

I was spending a lot of time doing the corporate stuff. 
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mat's Your Same? 


V, 


16 hours a day, every day. That's why everyone looks so crap 
and knackered - because we are. 

ZONE: But it did look more or less finished a year ago. 
What's taken so long? 

PM: I think this industry is incredibly lazy with most of 
the games it produces. If you look at Bounty Bob 
\ Strikes Back on the Commodore 64, it had more 
hidden features, more lovely touches than most of 
:lDday's games. That's what used to happen: 
programmers would devote time to what seemed 
to be stupid litfle things, but if you put all those 
stupid little things together you realise that 
they made a big portion of the game. People 
don't do that these days. If they produce a 
shoot 'em up, it's 'a shoot 'em up' - that's it 
There's no atmosphere, no little features 
which add to it. The industry is just 
producing the same game over and over 
again. They just chuck all the features 
into the first five levels and then that's 
it With 30 more levels to go, they just 
twiddle the knobs and give you the same 
thing again and again. 

I wanted Dungeon Keeper to be more 
organised, to be more like the original 
games used to be, where you were 
never quite sure what you'd find. I 
wanted it to have so many features 
that people wouldn't be able to 
discover them all. It has taken a huge 
effort, but that's the sort of effort we 
should be making with games. We (the 
Dungeon/Ceeper team) aren't necessarily 
any better than anyone else - the secret is 
that we've played it and played it and 
worked really hard at getting it right. 

It's an indefinable thing - you can't say 
"right, we're at this stage of development, and 
in two weeks time we'll be finished". That's 
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If you try to force 
something, you*re 
left with a crap game/* 


impossible to say. At any time you could hit a brick wall, and 
you're going to have to design around it. That could take a 
week, a month, or a year. A year and a half ago Dungeon 
^eepercould have been released, and it would have been an 
okay game. It would have sold well. But that's not the point, 
that's not why I'm doing this. 

ZONE: What are you going to do now then, eh? 

PM: I'm going to write games with a bunch of friends. If you 
have fun while you're making something, it shows in the final 
product. If you try to force something, you have a crap time 
when you're doing it, and you're left with a crap game. 

ZONE: Is anyone else from Bullfrog coming with you? 

1 PM: The only person I'm using at the moment is Mark Webley 
(lead programmer on Theme Hospital). He's my brother-in-law 
and a very good friend. We've always worked together and I 





(Above) Now you too 
can be just as rich and 
successful as Peter 
Molyneux. Simply cut out 
this mask and stick it on 
your face with the aid of 
some elastic. Or glue. 


-o 


socialise a 
lot with him. 
He wanted to 
come, other¬ 
wise it'd be 
crazy. My objective 
isn't to drain Bullfrog 
of its resources. It 
wouldn't feel right. I've got 
a lot of friends at Bullfrog, and 
even though I'm not there, I still 
feel responsible. 

ZONE: If, following your departure. Bullfrog 
went on to produce the greatest game of all time, would you 
feel just a tiny bit Jealous? 

PM: No, I wouldn't. I'd feel proud because most of the people were 
there in the early days. Right from the start Bullfrog was designed 
the way that I thought you should design a business. It's a simple 
theory: I never, ever tell people to do things. I'll never say: "You sit 
down, and you do this now." Let people use their own abilities to 
do things, rather than use them as drones. There's a lot of Bullfrog 
people I'm really proud of. 

ZONE: So Just who is on your team? 

PM: Mark Webley, Tim Lance, Steve Jackson (of Games Workshop 
and Fighting Fantasy fame), Demis Hababis, and a few other 
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**rd like to do some research 
on the Spice Girls game ." 


M Cambridge graduates will be 
coming along soon. It's 
starting off with jots of 
people who all get on 
well together. 

ZONE: Have you got a 
clear idea of what your 
first project will be? 

PM: Very clear. Work 
started on Dungeon Keeper 
two years ago, but the actual 
idea is four years old. This 
new project is more ambitious 
than Dungeon 
Keeper. Obviously, I 
can't discuss it yet. I got 
into terribje, trouble 
discussing Dungeon Keeper too soon. 

ZONE: You mentioned in an interview last year that you 
were thinking about basing a game on "everybody's 
favourite hobby". Is it anything to do with that? 

PM: Did you work out what "everybody's favourite 
hobby" was? 

ZONE: Not lacrosse. Could it be 'mating'? 

PM: Well, sex is certainly an under-utilised genre in the 
computer games world. There's Leisure Suit Larry and there's 
Tomb Raider, and that's all really. So possibly, yeah. 

ZONE: A Doom-style 'shag 'em up' then? 

PM: No. It would be a little bit more subtle than that. 

The reality is that nobody knows what I'm going to do. 

ZONE: If you were offered a couple of million pounds to 
do a Spice Girls game, would you do it? 

PM: That's a tricky one. I mean, obviously. I'd like to do some 
research on the Spice Girls game. Extensive research. And that 
might be fun, but at the end of the evaluation period I don't 
know if you'd have something worthwhile. 

McDonalds wanted me to do a game once. McDonalds, 
hamburgers - how the bloody hell do you do a game about 
hamburgers? They wanted me to use all their characters and 
they were offering this amazing deal, and every kid in the 
world would play this game - and in that sense it was an 
interesting opportunity as a way to get a game in front 
of so many people. I came up with a game design and the 
McDonalds guy said, "We quite like the game design, but it's 
got too many sharp edges in it." So I said, "What do you mean 
by sharp edges?" And he said, "We don't like 'pointy' graphics 
- everything's got to be smooth, and rounded, and bouncy." 

I realised then that this guy didn't reo///want anyone to 
design a game. I think it would be exactly the same with the 
Spice Girls. You could come up with the most brilliant design, 
but at the end of the day they know exactly 
what they want from the 
game, and they're not 
going to let you do 
anything they don't 
want. It'd be great to use 
a property if you had 
complete editorial freedom. 

So with the Spice Girls game, 
for instance, you could shoot 
one of the Spice Girls, or shag 
one of the Spice Girls - but 
they're never going to allow that. 

God, that's going to be the 
headline, isn't it? "Peter Molyneux 
suggests shagging and shooting 
Spice Girls." 


ZONE: Ever been in a fight? 

PM: No. The only fight I've ever been in was when I was 14 or 
so and I picked on this eight year old kid. 

ZONE: That's very cowardly. 

PM: Yeah, and I lost. I cried like a baby. That's the only time 
I've ever been in a physical fight. I'm not built for bravery. It’s 
a Molyneux characteristic. Our coat of arms should have a 
motto that reads 'Run Away'. I've got something a bit like 
Peter Parker's 'spidey sense'. A 'spidey fear sense'. It kicks in 
whenever something even vaguely in the 'bodily damage 
department' rears its head. 

ZONE: Are you afraid of flying? 

PM: I don't mind flying, but I don't like heights. I went skiing, 
but I'd only ski on the really wide pistes. There was a narrow 
one with sort of 'fally downy things' at either side, and when 
got there I'd slow right down and ski like a 90 year old. People 
were saying, "Peter, look, the edge is fine." But I'd say, "I don’t 
give a f**k what the edge is like. I Just don't like it." 

I didn't like scuba diving at the start, because it had a fear 
factor of five. I rate everything for its fear factor. Anything 
above a 'one' is probably dangerous. 

ZONE: So if you had to give yourself a 'cowardice' rating 
on a Top Trumps card, what would it be? 

PM: Out of ten? Ten. No, actually - nine. I do put myself in 
these situations, but I also make sure I’ve got a way out. 

ZONE: I notice you've got a lot of board games. Which is 
your favourite? Buckaroo? 

PM: Buckaroo's not bad when you're smashed. Actually, no 
it's a bit too tense for that. I used to like Operation, but ' 
nowadays what with them banning 

everything, they have to ban Operation orj 
the next thing you know you'll have kidsj 
pulling out each other's kidneys in the 
living room. 

ZONE: You could make 
Operation into a 'Quentin 
Tarantino' torture game, 
cutting off policemen's 
ears and the like... 

PM: Yes - Torture-oo. 
"How far can you go 
with this person before 
he dies?" But really, 
my favourite board 
game is Diplomacy: 
You should try it. ' 
ZONE: We've Just 
run out of space. 
Can we take some 
photos now? 

PM: Okay then. 0 


The pallid skin, the 
staring eyes... it's 
another sorry case 
of rug abuse. 


(Below) Do you have 
any idea how many 
zebras had 
to die for 
that sofa? 










































blunt instruments. And 
thanks to the carefully 
calculated possibilities 
for dismemberment, you'll 
even be able to use other 
people's limbs as weapons 
against their former owners. 
Okay, it's hardly Queensbury 
rules, but it's a rough and 
tumble world in the dungeon. 
But more of that later. 

And in the left corner... 

Basically, Die By The Sword is a good old- 
fashioned 'venture on a quest into an evil 
world where pig-faced men roam free' type 
of thing. You can choose to be a male or 
female character - you won't be penalised 
for being a chick by being weaker, apparently, 
although you will have a smaller sword. Perhaps it works on 
the same principle as chicks' watches. Or maybe it's a penis 
envy thing. Then again of course, I could be totally wrong. 
Using a totally new 3D engine, VSIM (see box on page 42), 


Patrick McCarthy used to 
live in the same road as a 
Welshman called Dai, who 
lived opposite a pub called 
The Sword And Serpent. # 

Often they would pass each 
other outside the pub, and he 
would joke about seeing Dai 
by the... (Oh alright, I think 
weVe grasped what you*re 
getting at - £d,). 


F YOU'RE A FAN OF TOMB 
Raider and thought it looked 
good, you're in for a treat 
with Interplay's upcoming 
Die By The Sword. If you had 
to sum it up quickly, you'd say it's an 
action adventure game in the Tomb 
Raider style, with a dollop of Ultima 
Underworld and a large chunk of the 
PSX's Soul Blade thrown in. Except 
that was a bit of a mouthful. 

We're talking hardcore swordfighting 
action, with weapons ranging from gigantic 
broadswords, through spears and double-headed 


**Youll even be able to use other 
people*s limbs as weapons against 
their former owners ." 


you'll have Tomb Raider-styk freedom to wander where you 
want. There's a similar puzzly element - levers in certain 
places open doors, and so on. Some of the levds even look a 
bit Tomb Raider-Wke - but whereas people complained that 


When Larry regained consciousness, he was in the middle 
of Kew Gardens, wearing a suit of armour. His head hurt 
and his bottom felt wet. 
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[ for a large portion of the time in Tomb Raideryou were just 
i wandering around looking for something to do, in Die By The 

■ Sivorcfyou'll be hoping for a bit of peace and quiet. 

The levels are already overflowing with sword-, spear- 
^and axe-wielding bastards - and even some with projectile 
i weapons such as catapults and slings - and all of them are 
I ifttelligent. The smaller cowardly ones may run away if you 
: approach them, but if you turn your back they'll stick their 
^ knives in it. Some may even run away. Ultima Underworld- 
: style, and return with reinforcements. The bigger ones just 

■ come straight for you, swinging sharp stuff like demonic 

: Swiss army knife adverts. At times there’s so little room to 
! move it's like living in a trouser press. And each level will be 
packed with traps and tricks - collapsing 
floors, floating rafts, spears shooting 
out of walls, camouflaged 
pits, swinging 
pendulums, rope 
traps, whirling 
blades and 
plunging 

necklines. [Eh?- Ed.) It's like Peckham High 
Street on a Saturday night. And in case 
you're claustrophobic, there'll be some 
outside bits, too, plus enormous chasms 
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' Developer: Treyarch Inventions 
Publisher: Interplay 
Website: www.interpiay.com 
Release date: October 



I (Right) Yes, a SlimF 

you the figure you 


(Top left) "...Weil, if I did spill your 
pint I can only apologise and offer to 
buy you a pub... Hahahahaha!... er..." 
(Above left) Kate Moss and 
Dahl off to another A-list 
(Left) Cor blimey, it's The Troggs. 
(Top) "Ping! Ground floor. 
Haberdashery, gents' ready-i 
goods, murderous pig-faced ores 
axe-wielding lunatics in aprons...' 


to leap, walls to climb, dank, smelly pits to fall into... (insert 
armpit joke of your choice). The upshot is that you don't get 
too complacent; there may even be slight 
differences to a level when it's loaded 
in different games. 


And that’s magic 

In true adventure fashion, 
there'll be magic potions to 
heal and do harm, and your 
skill levels will increase as you 
progress through the game. 

As you become more proficient 
at handling your sword, you’ll 
inflict more damage with each 
blow. But thankfully, there’s none 
of that "You have 13 of Ye Experyensse 
Points and one point of Sword Wieldeth Quickly At Tummy" 
business - it all goes on beneath the surface. 


Out on a limb 

There are several ways to control your character, using mouse 
and keyboard combinations, and combat is extremely fluid, 
thanks to the VSIM technology. It's explained in more detail 
on page 42, but basically it means that if you're standing on 


► 



allocate it to a particular key and, the next 
time you're cornered in a dark and 
scary dungeon by four warthog- 
headed ores, you can go into 
your patented berserker fury 
at the touch of a button. 
Arms, legs and heads will 
fly about the screen like a 
close-up of a Pan's People 
h ■ Toulm (only'mt : 


One of the best features of Die By The 
Sword vilW be the training mode, in 
which you can perfect your twirly 
swordfighting moves against 
a series of one-off, not 
especially skilled opponents 
(and work on your Brian 
Blessed-style shouts of 
"Ha-ha-HAAAAH!"). 

"So whay" you might be wBH 
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A a slope, you stand up straight The 'dynamic interaction' means 
that when a sword hits a shield, both are affected. It all looks 
highly convincing indeed. 

The fact that ail characters are fully 3D and polygon-based 
should provide the most entertainment Each part of the body 
is logically calculated and you can aim blows at specific 
parts. (Your opponents' bodies will be shown on a mini-chart 
at the top of the screen, so you can see which bits are 
damaged). If you're accurate with your blows (and confident 
of surviving their assaults), you can systematically hack 


(Far left) In the initial sketch, the 
Caleb character always carried his 
left foot around on some fishing line. 
(Middle) His mum spent ages doing 
that piping, so try not to dirty it. { 
(Above) See that shield? He made | 
that all by himself... f 


(Left) Once a week, before a hot 
date, Neil would go to the barber's 
to have his back shaved. 


VSIM is what Treyarch 
inventions' has decided 
to call its real-time 
human motion engine. 
Why it isn't called RTHME 
we cannot fathom. As to 
it stands for, the best 
we've managed to come up 
withis Very Sneaky Inimation 
Method (though you have 
to pretend a South African's 
saying it). What it achieves, and 
the way in which it achieves it, is 
ail very complicated, but here we 
go: instead of using motion capturing, 
VSIM creates character motion from a 
physical model based on joint articulation 
modelled by damped oscillators. (Can you 
tell I copied that bit?) 

All the computations involved in the 
movement of the characters in the game 
are performed in reafctime, in response to 
te-envtroi^iieii%^ »d player controi^ la 
wdi as cOf^: r^ 


- if what you're hitting is stronger than 
you are, the maths involved ensures you 
won't have a great deal of success. But if 
you bring your trusty broadsword down 
on an unprotected neck, the head flies off 
at just the right speed. 

it also means character control is more 
fluid, instead of relying on loading a 
series of pre-defined animated sequences,; 
movement Is constructed on the fly as 
you move the controls, with hundreds 
p^a^te^^Mining your cha^c^s 
; ^ n^Eamaiit. The 

* . 

th^ 


people to bits. You'll witness arms and legs flying off like 
something out of Monty Python And The Holy Grail - and in a 
similar way, they just keep on coming, dragging themselves 
with their last arm if necessary. Unfortunately, the same can 
also happen to you. I lost a leg near the start of one game 
and had to spend the rest of 
the game hopping about like 
a psychotic Zebedee - which, 
given that you can't re-grow 
a limb (the magic healing 
elements don't extend 
that far), is a bit of 
a setback for an 
extensive campaign. 

I suspect it's going to 
be a game in which 
anal-retentive saving 
before every scrap will 
be de rigeur. 

As well as the one-player 
quest mode, there'll be a 
one-player tournament mode 
in the traditional beat 'em 
up style (take on and beat 
everyone else in the 


game to claim the king's favours, or whatever) and there'll 
also be multi-player options for modem, network and serial 
link games. Up to four people will be able to 
play as any of the 25 game characters, each 
with their own strengths and weaknesses, 
physical attributes and intelligence, 
and it will all be fought out like a 
cross between Soul Blade and Quake in 
an arena, which should be really cool. We've 
already got our codpieces all shiny in readiness. 0 
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"Dunpeon Keeper aside. Warlords his to he ^ ^ 

one of the most engrossing games this year!" 

PC Guide - September 1997 ||| 

•lords 111 has the best AI 


t Enemies observe tendencies with a powerful AI, then 
devise unique strategies to decimate you 

t New simultaneous mode reveals each playefs action in 
realtime via Internet, modem, IPX network or e-mail 

1 Multiplayer support for up to 8 players through Red 
Orb Entertainments dedicated game-matching service, 
RedOrbZone”^ 

t Configurable game options and random map generator 
let you create unlimited new battle scenarios 

! Detailed graphics, terrains and maps 

1 Over 80 animated warriors, new 

spells to cast and many more hero and battle reports 
than ever before 


"Put simply. War 
wc'vc seen this year - and ma}'he in any 

PC Gaming World - July1997 


liK'. All other compjii)' 


RedOrh 


lululu.luCkv^C oRds3. com 
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Two months ago we took a 
brief look at what could be 
one of the most original 
strategy games for years. 
Since originality should be 
encouraged at all times, we 
decided to send Paul Presley 
to take a deeper look at the 
game and the people behind 
it. (Whatever happened to 
comedy? - td.) 

© RIGINALITY, AS DAME JUDY DENCH 

never once said to an assembled crowd 
in Hartlepool, can be a dangerous thing. 
Certainly your experiments with nucleonic 
acids and atom-splitting hardware start 
out in perfectly good faith: "The betterment of mankind 
through advanced scientific knowledge!" you cry. But 
before long you've discovered how to make a bomb the 
size of a suitcase destroy an area the size of Rochdale 


and, while in principle that would be no bad thing, you 
Just know that someone will eventually try to use it for 
an evil purpose as well. 

So it is with games. An innocent idea may sound good at 
the planning stage, but before long you've got a worldwide 
hit on your hands and suddenly a million and one inferior 
clones appear, taking up valuable shop space and conning 
gullible consumers Into parting with their coinage. Need I 
mention TekWar? 

The Logic Factory first came to public attention last 
year with the space-based strategy hit Ascendancy. Then, 
however, they were playing it safe - delivering an impressive 
game, but in an established genre. The Tone Rebellion is 
a different marine life-carrying water boiler. It's original. 

Run, run for the hills. 

Stop being silly 

You're right. I'm overreacting. There's nothing wrong with 
originality Itself, just those that abuse its power. I caught up 
with TLF's co-founder Todd Templeman to judge for myself if 
they can be entrusted with such a responsibility. 

PCZ: For a first-time game Ascendancy vjas pretty damn 
good. How pleased were you guys with the final product? 
Todd: We're very proud of Ascendancy, but we would have 
made some changes with hindsight. First of all, we look 
back and know that had we spent another couple of months 
balancing it, the game could have been an all-time classic. 
The Al was fundamentally good, but it's those extra balancing 



o- 

(Left) The aim of the game (as far 
as I can tell) is to collect those rune 
things in order to gain wisdom. 
(Below top) The large spotlight 
thing is a 'bridge'. Don't ask. Just 
trust me on this. 

(Below middle) Different worlds 
(and there are a lot in the game) 
give different challenges. As do 
different tribes. Each is unique 
every time you play too, giving 
the game lasting appeal. 

(Below bottom) This is a sort 
of work roster, letting you play 
'Grumpy Foreman' to your floaters' 
'Hapless Workforce'. 
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(Above) Okay, let's see if I can 'splain thees, Pedro. That pool thing, that's Tone. The swirly things are where you can build structures. Right, now those odd creatures 
that are flying and carrying stuff, those are the floaters. They're your 'army', so to speak. Those buildings do different things: some train up soldiers, some educate 
magicians, others increase your Tone and allow you to see further. Oh, Tone is like a sort of lifeforce that everything is made from. Ah yes, that ugly black thing, 
that's the Leviathan. He's evil. I told you this was weird. 


-O 


I efforts that make a good engine into a great game. As to the 
1 public's impressions, we were surprised to find out that those 
[ who were not necessarily the hardest-core gamers thought the 
game was fantastic. Ninety per cent of our registration card 
feedback was tremendously positive, though, and we 
[ won't make the same mistakes twice. I believe that 
' The Tone Rebellion will have the same crossover 
appeal that Ascendancy 6\6, but will have 
enough real gameplay that the hardcore 
crowd, on the difficult levels, will tell us 
I that we exceeded their hopes on this one. 

Also, with Ascendancy the goal was 
j different than with most games. There are 
I five ways to win, some of them based on 
f peace instead of conflict. The number and 
[ variety of ships and gizmos were designed to ^ 

[ allow hundreds of thousands of combinations that 
[ could be used to 'trump' another player's efforts in diabolical 
[ ways. And that's how it worked out. Admittedly, there's no 
\ need to try unique ship-building combinations, because you 
: could monolithically crush your enemy once you loaded up 
^ enough long-range plasmatrons. I would have liked people to 
. try though. Hmm, maybe Ascendancy II (with multi-player). 

The best reply we got was a letter from an 80 year 
i old man that said: "For the first time in decades 
I saw the sun come up this morning. You see, 
i I stayed up all night playing your Ascendancy 
I game. I wanted to tell you that I haven't 
; been so immersed in anything since 1945 in 
f Augusta, Georgia, at the Apollo Theatre when 
I saw Forbidden Planet for the first time." 

■ P(2: Octogenarian nerds? Bloody hell. How 
; do you think yAscendo/icy compared to some of 
: the rivals, such as Masters Of Orion IR 
i Todd: I think MOOl was a classic, although 

personally I didn't like MOOII. Comparing either one 
of them with Ascendancy is difficult for me because 
i although the concept was similar, the theme. Interface and 

■ progression through the game was so different. As I've said, 

. the combinations of ships and gizmos possible in Ascendancy 





was where a lot of the fun was focused, and people weren't as 
compelled to try that aspect as much as we would have liked. 
PCZ: You seem to feel quite strongly about this. Why didn't 
you go straight ahead with a sequel and rectify it? 

Todd: We have a small team right now. And while we'll 
always stay small, we will grow a little bit. As it Is, 
our guys were just too in love with this new 
idea to go for the bucks on a sequel. But 
Jason (Todd's brother and TLF's president) 
has told me, regardless of whether or not 
the market wants one, that he has a real 
hankering to Just nail an Ascendancy II. 

If we do go for that, it really will be a 
departure from the first one. I don't yet 
know how though, because Jason won't talk 
about it until he's done with Tone. 

PCZ: So how did Tone first come about? 

Todd: Mythology, fantasy and dreams. 

PCZ: Uh huh. Let me try rephrasing that. How many people 
sat in on the initial design stage? 

Todd: All of us in the very beginning, but that soon became 
rather unproductive. Then it was only Jason and Thomas 
(Blom, the former director of Development Services at Origin 
and TLF's other co-founder). They'd often leave the 
office for a couple of weeks Just to concentrate 
on the real nuts and bolts. 

PCZ: The concept for Tone Is certainly, erm, 
original. How would you describe it? 

Todd: Here's my demo talk: in the beginning 
existed this island world, floating in the 
void. On this Island existed an innocent and 
mystical race of floaters, working simply to 
Improve the life of their tribe. They used 
a magical substance called Tone in everything 
they did. Tone gave life to all things and was the 
source of all their energy. 

The floaters, having no idea that evil existed, could not 
possibly understand its awesome potential. Evil did exist, 
though, in the form of the Leviathan. The Leviathan, once 
a weak beast hiding from all awareness, also used Tone. In I 
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' Developer: The Logic Factory 
Publisher: VIE 
Website: www.vie.co.uk 
Release date: September 



(Above) The Logic Factory - 
half programming team, half 
'60s music video revivalists. 
Somebody give these guys a 
record sleeve and quick. 


-O 



L 


(Above) They may look extremely evil but they're not. Each of the four basic tribes has a very distinctive feel, and in multi-player games selecting the right strategy 
for the right tribe can mean the difference between winning and losing. (Talk about state the bleedin' obvious - Ed.) 
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"4 secret the Leviathan grew strong and jealous to the point 
where it could no longer tolerate the presence of the floaters 
or their claim on Tone. In the battle that followed, the 
Leviathan shattered the island world Into fragments. 

Time passes and the few remaining floaters, dormant and 
clinging to a few shards of their former home, evolved or 
devolved to adapt to their new environment. This Is where 
the game starts, with four tribes, from which the player can 
choose. You must fight your way to the heart of the Leviathan 
and, once there, unlock its mystery and reunite the tribes. 
PCZ: How advanced is the Al? Do the tribes behave in different 
ways, have strategies that adapt to your actions etc? 

Todd: There's a unique twist in the way the Al works in Tone. 
There are four realms in which you operate. Each floater tribe 
Is dominant in its own realm and secondarily powerful in 
one other. That also means each floater tribe has a 
back-door weakness from a certain realm's attack. 

This makes it like a large, four-way 'rock, paper, 
scissors' game in some senses. In multi-player 
you really are motivated to work together, 
but sometimes you have to fight each other, 
and that's when you really hope you've 
made an ally who can attack the guy who's 
attacking you. Also, the Leviathan exists In 
all four realms at once. So, instead of Just 
giving the Al a dumb resource cheat (like being 
infinitely rich and a whole lot faster than you), its 
advantage is built into the fiction of the game and appears 
more organically than most. 

I can't tell you anything more about the Al other than it's 
going to be hot. We have something to prove here and we 
have the ability to do it. 

PCZ: Do you feel Tone owes anything to Ascendancy, or have 
you gone right back to the drawing board? 

Todd: The only similarity, or should I say 
exponential improvement, you'll find is in the mood 
of the game. We've got a full 70-minute sound¬ 
track that I'm 100 per cent sure people will love. So 
far a heck of a lot of people can't believe what they're 
seeing and hearing when it comes to beauty 
and depth of mood. A lot of people thought 
Ascendancy had that and I kid you not - you 
haven't seen anything yet. But other than the 
talent and experience that are going into the 
games, there really Is no similarity. 

PCZ: So, apart from the setting, how do 
they differ? 

Todd: I can't really count the 
ways. The only thing I can say 
is that we will always make 
clean, intuitive interfaces 
and will always improve each 
game to take advantage of 
improving technologies. But 
I can't really answer this 
question because I'd have to 


go into describing both games in detail. Ah, except for this: 
Ascendancy took place In space as we conceive it. Tone takes 
place anywhere you think it could. Perhaps in the steam from 
your cup of coffee. 

PCZ: Oookay. So, er, what do you feel you are trying to 
achieve with Tone? 

Todd: Nirvana. 

PCZ: Hmm. Does the game have any forebears 
or Is it 100 per cent original in your eyes? 
Todd: If you hear it from me you won't 
believe it, but everyone who has seen it 
after I told them on the phone that it 
really is totally unique, has admitted that 
although they didn't believe me at first, 
they completely agree now. It's classed as 
a real-time multi-player strategy game and 
that's a bit misleading. You'll Just have to see it 
and give It a try. 

PCZ: You mentioned the music and atmosphere earlier. How 
important do you consider the presentation of your games 
compared to the actual content? 

Todd: Jason's always told me that they are equal parts of 
the game. Too many outstanding games have been ruined by 
poor quality sound and graphics, and too many games have 
spent too much money trying to impress the world with 
multimediablahcraphotshit. Right now our 
reputation Is such that we have possibly the 
best talent in the industry when it comes 
to sound and creative, beautiful graphics. That's 
a mixed blessing. Fundamentally our 
guys don't care what other people 
think as long as they've accomplished 
what they set out to do. But they're 
human and we don't get to have our fun 
without happy customers. In that respect, we want 
to be known as the best publisher In the history 
of all sentient species. 

PCZ: Well, it's important to 
have a goal I suppose. 

Oh, finally, are you aware 
of what 'floater' means 
in Britain? 

Todd: Actually, no, but 
I can guess. Oh, shit. 

Call the localisation 
department. 0 


(Top left) The graphics, as you 
can see, are sumptuous. As is 
the whole presentation, in fact. 
(Above) This is a sort of universal 
map, showing ail the islands you 
can visit and how they're linked. 
The paths are important when it 
comes to deciding on strategies. 


(Above) Some of The Logic 
Factory's programmers - if you've 
played Ascendancy, you'll know 
why they're looking so pleased 
with themselves. 
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Be the first to own these high performance stereoscopic 3-D glasses, 
the future in PC gaming, and while everybody else 
gets their head round the idea, you’ll already be a grand master. 
Includes three top rated games on which to cut your teeth, 
and an easy to install programme. 

Added to the fact it’s the most affordable VR device around, 
if you send off for it today 
you’ll always be first - you’ll always be best. 
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Minimum requirements: 
486 DX2/66 processor, 8M of RAM, 
VGA VideoCard & monitor, 2x CD- 
Rom, 30 MB free Hard Drive space, 
DOS 5.0 or later, including MS DOS only 
mode of Windows 95, parallel port. 


Also available at the best interactive 
computer video gaming stores. 


For more information and the latest list of compatible 
games: http://www.nuvision.3d.com 

VIKAY DISTRIBUTION EUROPE LTD, 

Unit 7, Minster Court, Tuscam Way, Camberley, GUI 5 3YY. 


Mail Order.; Please send me my 3-D SPEX complete with mi 
1 enclose a cheque / PO for £104.95 (Inc P+P) n^ 
VIKAY DISTRIBUTION EUROPE LTD. 

MAMP 

ind blowing games, 
lade payable to: 
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Send your order iorm to: VIKAY DISTRIBUTION LTD, UNIT 7, MINSTER COUR 

PCZ 

1 TUSCAM WAY CAMBERLEY GUIS 3YY 
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Like Ronaldo Vs Shearer in Le 
Tournoi - two titans battling 
it out for supremacy 
Gremlin’s Actua 
Soccer has struggled 
to compete with 
the marketing 
might of EA Sports’ 

FIFA Soccer. It was 
always the better game, 
so what are Gremlin doing 
to ensure the all-new Actua 
2 kicks FIFA into touch? 
Jeremy Wells went to 
investigate. 


A SPORTS MAY HAVE 
signed up uber-kid 
Ronaldo to help them 


promote their next 
footie blockbuster, but Sheffield-based Gremlin 
are fighting back - with England Captain Alan Shearer. 

Everyone knows that when it comes down to it, it's not 
who you've got on the box, but what's inside that counts, 
although that didn't do FIFA Soccer any harm, as it went 
on to become one of the biggest-selling games of last year. 

By signing up Alan Shearer to help promote Actua Soccer 2, 
Gremlin have made it clear that they aim to take EA Sports 
on at their own game as far as product profile is concerned, 
and they're pulling out ail the stops to make sure their next 
football game can at least try to compete with the FIFA 
branding on equal terms. 

Talking to some of the team at Gremlin, you sense a 
not inconsiderable amount of frustration as far as recognition 
and sales are concerned. Okay, FIFA 97 wasn't a bad game - 
and if you're one of the millions who bought it when it first 
came out on the Mega Drive all those years ago and have 
played it ever since, it was, to quote our own review: "The 
best version yet." But Actua Soccer, for its few annoying 
faults, was a lot better. They know it. We know it. You know 
it. It's just the chap who knows nothing about games and 
buys his nephew F/M Soccer every Christmas who remains 
unwittingly ignorant. 


Caught offside 

That said, Actuo Soccer wasn't perfect. The Al was suspect 
at times, players were unable to stay on their feet, keepers 
would often roll the ball out to the opposition and the wildly 
erratic one-touch facility quickly became redundant when 
used anywhere but In the opposition's box. 

When I caught up with producer Ade Carlos at the recent 
E^ show in Atlanta to see Actua 2, he came clean and agreed 
that the original release wasn't without its faults. “Actua 
Soccerwas a milestone product and changed the way people 
looked at football games, but it wasn't perfect," he admitted. 

You've got to agree with him, but the question on every¬ 
one's lips is obviously going to be something along the lines 
of: "So whaddaya gonna do about it?" 


V 

^^Actua Soccer was a 
milestone product and 
changed the way people looked at 
football games, but it wasn*t perfect.** 


Euro 96 was a bit of a halfway-house when it came to 
actual Improvements. Graphically, it represented a slight 
improvement, but the gameplay was essentially the same, so it 
suffered from the same 'quirks'. I express my concerns to Ade. 

He seems used to answering this question. "Well," he says, 
"we've looked at what everyone else has done with their 
football games, pulled out all the good bits, improved on them 
and implemented them into our new code. We've essentially 
started again with the Al, used more motion capture, upped 
the resolution and tried to keep the frame rate as high as 
possible. We've signed a deal with PowerVR, but we'll be 
supporting other cards and D3D. And, of course, we'll be 
doing a software-only version. This has allowed us to up 

o- 

(Far left) The final game will allow you to play as any 
of the 92 clubs in the English league, at every stadium 
that hosts a game in the Premier League (as well as a 
few others). (Left) The weather effects look nice, but so 
far they don’t really affect play. 
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Developer: Gremlin (in-house) 
Publisher: Gremlin Interactive 
Website: www.gremlin.co.uk 
Release date: October 


. the detail level, add some nice new effects, such as rain and 
f snow, and still keep it quick. 

"Many of the players - three or four per team - will have 
; recognisable faces - so when Alan Shearer has the ball, if 
t you're in clos< enough, you’ll actually be able to see it's him." 

I Accelerated play 

y A look at the early code Ade has got running on the machine 
\ next to him leaves little doubt that Actua Soccer 2 mW be the 
I best-looking football game to appear on the PC this year. 

The accelerated version is obviously completely spoogesome, 
I and it was still very quick and detailed when running on 
I software - though admittedly it was on a P200. The original 
\ game was certainly playable in low-res mode on a P90, 
i although the hi-res mode of Actua Soccer Club Edition 
\ does struggle a bit on my PI 33 with detail set to full. Ade's 
[ response to this is: "Well, turn some of the detail off!" 

After I've shot him a look that features at least two 
[ raised eyebrows and the slightest hint of sarcasm, he adds: 
“Once we've got everything in, we'll start work on getting 
the frame rate up. The important thing now is to get every- 
i thing working properly, which means sorting out the Al and 
playability. By the time we're looking at release. I'm confident 
that it’ll be quick on a more modest Pentium in 640x400." 

There’s no denying that Actua Soccer looked good, but 
; like most football games, it was the Al that let it 
; down. I ask Ade what they're doing to improve 
i this rather crucial part of the game. 

“Like I said before," he says, "we've 
i basically stripped down the Al and started 
[ again. We've worked out a new zonal 
: system which responds to the team 
i formation you've selected, so now you 
: have to think more about tactics. We've 
! been testing the code using the old Kick-Off 
! top-down view to get the gameplay spot-on. 
j Players now run into space, side-step and 
F shimmy. You can knock the ball into space, do one 
; twos, lobs, cross the ball into the box and go in for 
headers. Defenders will stand off before they decide to 
I dive in, and run backwards if you run at them, keeping their 
eye on the ball. You'll even be able to do two-footed tackles. 

! You’re going to need a four-button joystick or pad to play 


(Far left) All the major European 
leagues - France, Germany, Italy 
and Spain - will be featured in 
Actua 2, as well as some major club 
sides from the rest of the world. 
You'll also be able to play against 
Alan Shearer's all-time select 11. 
(Above left) At last... Actua 
Soccer 2 will include user-definable 
competitions, so you'll be able to 
create your own cups and leagues. 
(Left) Players will be able to 
work on tactics, set pieces and 
corners on the training ground 
before match day. 

O- 


the game properly, but that’s not really a problem. We 
really want the player to feel like they’re totally in control 
of the figure on-screen." 

After an hour's play - best of three - I win two-nil in the 
final with a late goal In the 127th minute (this is early code 
and I was reluctantly playing Man Utd). I'm starting to get 
hooked. It's already pretty quick and fluid, despite the fact 
that the team are still waiting to add loads of new animations. 

The stadiums and players look great. The clouds, wind, rain, 
snow and shadows really add to the atmosphere 
and they've yet to add more of Barry Davies 
and his new sidekick, Trevor Brooking. 
From what we've seen, Actua Soccer 2 
could be the footie game we've all 
been waiting for. Let's hope Ade 
and Co finally convince the rest 
of the world that when it comes 
to football, British is best. 0 


HifiilHi 
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(Left) It's Big Al, innit? He's been 
helping out with motion capturing 
and acting as 'football consultant'. 
(Below left and right) Graphically, 
Actua 2 is a big step forward. Let's 
hope the gameplay has come on 
in similar leaps and bounds, eh? 
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(Above) As you can see from these screenshots, the 
artists at Blizzard have been very busy making the units 
and terrain as detailed as possible. With three different 
races to model, it's not been a quick and easy process. 


represents three totally different games for the price of 
one. In fact, the difference in playing styles between the 
three races is such an important aspect of the game that 
it warrants closer investigation. To wit, what follows is a 
breakdown of each race, the technology each of them will 
be using, and their particular strengths and weaknesses. 


o 

(Below) No, it's not the programming | 
team - they haven't got barcodes 
stamped on their foreheads for one. 


Blizzard’s forthcoming strategy epic is finally 
nearing completion, and a particularly eager Chris 
Anderson looks at the latest state of play. 


HINK ABOUT THE REAL-TIME STRATEGY 
games you've been playing over the last 
year^dr two. Think about Warcraft 2, 
Command £t Conquer: Red Alert et al. But 
what have they all got in common? Well, 
basically they all give you the chance to take control of 
one or two sides and then play through a campaign. 


In the l/l/orcroffgames, 
you've got the Ores against the 
Humans. In the CftCgames, 
you've got 
the Allies 
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against 
the Nods. 

Admittedly, 
you do get 
different units 

and weapons depending on which 
side you choose in any of these games, 
but how many of them offer units that 
actually force you to adopt completely 
different strategies depending on which 
race (or 'team') you decide to play 
with? Answer: None. 

Which is what makes Starcraft 
so very special. There'll be none of 
this 'pick a side and wade through a 
campaign' nonsense in Starcraft. Instead 
you'll get to play three entirely different 
scenarios, and in each scenario adopt the 
strategy appropriate for the race associated 
with it. So you could argue then, that Starcraft 


(Left) The Zerg possess 
special powers and the 
longer they live, the 
L more powerful they 
^ become, so look 
after them. 




‘Starcraft represents three totally 
different games for the price of one. 
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(Right) The Terrans will be able to 
salvage wreckage for equipment 
merge units to speed up production 
processes and set booby traps. 
They'll also be able to 'cloak', 
which should come in handy. 


And now we wait... 

And so ends our analysis of the weird and wonderful species 
that inhabit the Starcraft universe. From the code we've seen 
this month, it appears to be shaping up very nicely indeed. 

Of course, the most important element is the Al. Blizzard 
maintain that they've been working on it since the year dot, 
and StarCraftmW represent a benchmark in real-time strategy 
games. We'll tell you if they're right in a couple of months 
time when we get our hands on some reviewable code. So 
far though, it looks like we could be in for a treat. 0 


(Above) Players will have to adopt 
quite different strategies in order 
to progress through the game as 
they control different races. 
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The Protoss 

The most important building as far as the 
Protoss are concerned is the Nexus. This 
provides juice, which in turn provides 
energy for all the Protoss buildings and 
units. Without this energy the Protoss will 
cease to function. Conversely, this makes 
playing the Protoss scenario very different 
indeed to the other two, as the player has to constantly 
prioritise how much time to allocate to looking after the 
Nexus, while also making sure all the buildings and units 
have sufficient energy. Not only that, but you will also have 
to gauge how much you should spend on getting on with the 
task at hand, ie removing the other two races from the face 
of the planet. The Protoss can use Pylons to extend the range 
of the juice from the Nexus, although expansion is made all 
the more difficult as the player has to ensure there's always 
a constant link to his base. The Protoss also have shield¬ 
recharging structures to support buildings, which makes it 
very difficult for opposing players to break them down. 

The Zerg 

The Zerg have a biological mesh called 
the Creep which surrounds ail their 
buildings. The Creep can be extended 
by moving larvae around or by laying 
down more buildings. No other species 
can build on the Creep, and all Zerg 
buildings except the Hatchery must 
be built adjacent to the Creep (the 
Hatchery is where new Zerg units come from). All Zergs have 
certain abilities and powers, but the player can hatch 
a Zerg prematurely, thus sacrificing certain powers or 
skills, but bringing the new Zerg into action quicker. 

The Zergs also have an odd ageing process - the longer 
they stay alive in the scenario, the stronger they get, 
so it pays to be protective of your stronger Zerg units. 
Another big bonus for this race is that they are the only 
ones whose buildings and units regenerate over time. 
Night vision is also unique to the Zergs, and this makes 
them particularly deadly once the sun goes down. They 
even have burrowing units, and although I haven't seen 
this in practice yet, I would imagine the ability to disappear 
and then pop up behind enemy lines before your opponent 
knows what's going oo would be very handy indeed. 


i 


The Terrans 

These guys, the Terrans, represent 
the traditional human force most 
commonly found in futuristic 
real-time strategy games. Players 
will be controlling the Terrans for 
the entirety of the first scenario. 
There are two reasons for this: 
first, Blizzard didn't want to alienate any newcomers to real¬ 
time strategy games by presenting them with tons of weird 
weapons and technologies. Second, because the equipment 
the Terrans use is more or less instantly recognisable, this 
will make the first scenario relatively easy compared to the 
^cond two, so it's an ideal place for both newcomers and 
veterans alike to start. 

] The Terrans also have several unique attributes that lend 
■ them the edge over their enemies. They can deploy Vulture 
units that can scavenge wreckage for equipment, for instance. 
They also have a skill called Complex Creation. Put simply, 
this skill enables the Terrans to use two of the same buildings 
to create one that's better. So two farms will provide more 
food, two factories will speed up the building process, two 
refineries will provide fuel quicker and so on. The Terrans can 
also booby-trap buildings, making it difficult for the enemy to 
safely negotiate their terrain - but perhaps of most interest is 
the ability of some of their units to 'cloak'. This is a skill which 
makes the unit that's cloaking very difficult to see until the 
last minute (by which time of course, it's too late). 


CrULt 


The multi-player options will be many and varied. 

The most crucial will be the ability to play with 
other players as part of a team and share resources, 
tech levels and fog of war information {Age Of 
Empires does this already and as such it's an 
unbeatable multi-player experience). Players will 
also be able to set handicaps, so beginners or 

I are just plain useless at the game will 
I haiw a chaiKe against more experienced/bet^ ^ 
Ijankingsystem 
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The evil Dr Zeng, based on the Big Tripper Timothy 
Leary who recently slipped off this mortal coil. 


Hawk delivers one of his superb chop-suey high kicks, and without splitting his denims. Meanwhile, 
one of the Men In Black referees. Is that a drop shadow, or are these really Subutteo players? 


Ever wondered why every 
game that*s come out of 
Core Design lately seems to 
feature the most impossibly 
proportioned women? Paul 
Presley knew there was 
something he was supposed 
to ask them when he chatted 
to their programmers. 


QUICK RECAP THEN. FIGHTING FORCE IS 
Core Design's new totally 3D beat 'em 
up action game that allows you to have 
Tekken>style characters running around a 
completely open Tomb Raider-style environment 
- and yet everyone is calling it Fighting Forces. Despite 
the lack of plurality anywhere in the title. Sorry, but 
accuracy counts. Just ask Mr and Dr Spocks. 

Three men - Roberto Cirillo, Mac Avory and David Long, 
are looking after the bulk of the work, assisted by a team of 
artists, programmers and sundry hangers-on. However, since 
I'm easily intimidated by large groups, I decided to stick with 
just the main three. 

PCZ: Who came up with the initial idea for the game? 

David Long: I used to play Streets Of Rage a lot and I Just 
had the idea of doing it in 3D. 

Roberto Cirillo: It was actually me and you. 

DL: Well, actually we all Just had a big sit-down at Core, 
discussing game ideas and that was the one I came up with. 
The other idea they were all on about was Tomb Raider, 
which shows how far back we’re going. 


RC: At the time there were a lot of fighting games around, 
and while they looked nice and all that, after a while you 
see a formula where it’s all the same. Always the same 
animations, always the same stuff you can do... 

Mac Avory: Plus they’re not really 3D games. People 
are always saying that they’ve got these 3D 
fighting games, but all you can actually do 
is go left and right; you can’t turn around in 
360 degrees. 

PCZ: Who’s responsible for the main characters? 

RC: I came up with the first ideas and then we ail redesigned 
them a few times, We also had some external Input from 
different people, and eventually we Just merged everything 
we had and kept ail the good bits. 

PCZ: What sorts of things did you take out? 

RC: Little things like with Hawk, for example. He was okay, 
except he Just didn’t look rough enough. He was like a nice- 
looking model, same movements and everything, but he 
looked like too much of a nice guy. This version Is much 
rougher. He wears an open shirt, nothing underneath it, that 
sort of thing. Also, Smasher originally had green hair. He was 
supposed to be a very out of this world, mad, mad person. 
PCZ: What about the female characters? After the success 
of Lara Croft, were you under pressure to make them sexier, 
with more cleavage and so on? 

RC: Definitely. You couldn’t have a female character in 
a game if she didn’t look sexy, didn’t have nice hair, a 
nice body, nice bouncing... how shall I say it? 

PCZ: Breasts? 

RC: Yes. breasts. 

PCZ: Even with Alana? According to the character biog 
she’s only supposed to be about 17, but she still looks 
like a sex bomb, 

RC: Well, you do get those kinds of girls in 
real life who don’t want to appear as young 
as they really are. 

PCZ: So Fighting Force isn't Just a game then, 
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Developer: Core Design 


Publisher: Eidos 
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Website: www.core-design.com 
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Each character also has between one and four '360 degree' attacks, a special 'bonus' move, 
individual post-grabbing attacks, elaborate throwing moves and a series of 'floor' attacks. 

O- 
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Hawk Manson: Another reference 
to a '60s cult figure? Could be... 


At present there are nine types of 
kick, eight types of punch, six generic 
miscellaneous moves, four grabs and 
two defending moves available to 
each character at the basic level. 

o- 


DL: But no, we certainly didn’t go around beating people up 
or anything even remotely like that. 

PCZ: What about the characters’ moves? How much research 
went into them? 

RC: We try to thoroughly explore the game so that we can 
discover all the different situations and circumstances you 
can find yourself in. So if suddenly, instead of the usual 
straight fights, you need let's say a 120 degree move or you'd 
be dead, we can put that in. We make it easier for you by 
trying to give you as many moves as you’ll need, but no more. 
PCZ: How hard was it to create the fully 3D environment? 
MA: Code-wise it's been a bit of a nightmare. I mean, if you 
look at some of the other arcade-style games, like Die Hard 
Arcade for instance, I class that as a 2D game because you 
can only move left, right, up and down. Therefore the coding 
task is a lot simpler because they've imposed restrictions 
on themselves. With something like Fighting 

Force there aren't any restrictions. 
You can walk anywhere you 
like in the environment. 

PCZ; What kind of problems 
have you encountered in 
making it all work? 

MA: Just the fact you've got enemies 
floating around in 3D causes lots of problems. 
We've had to write some pretty scary routines! 

You get situations where you throw an object at a bad 
guy, he gets knocked back and bumps into another bad guy, 
who bumps into another one, who bumps into a wall. Then 
he bounces off the wall, bumps back Into the bad guy that 
hit him, who hits the one that hit him, who bounces forward 
and hits you. Our code has to be able to cope with that sort 
of situation, whereas in other games it isn't even a possibility. 
PCZ: How flexible is the structure of the game? Are you able 
to adapt and change things as you go along or do you have 
to stick rigidly to the set plan? 

RC: What usually happens is that you’ll want to modify 
something: you'll write It down and in your mind it would be 
a good idea and It should work. But then you find that you 
didn’t think about something else and that it won't work 
with this or that. Most of the time though, you can get 
around a problem. It's very, very rare that you just have to 
forget about an idea because it won't work. 

PCZ: Okay chaps, so far we’re dead Impressed. Let's just hope 
that it lives up to everyone's massive expectations. © 


but also a biting social commentary into the bargain? 

RC: Actually, when we started the game we were only 
supposed to have one girl. The plot was about this 
mad scientist with an exo-skeleton called Bob. But 
then they [Core] wanted two girls in the lead, two 
women and two men, so we put in the scientist’s 
daughter. I guess it was to make things level for 
a change, so as not to discriminate. 

DL: Yeah, usually you just have the token female. 
They just put one In and say, "There you go, there's 
your woman." 

RC: And of course, they both look nice. 

PCZ; Off the top of your head, how many ways are 
there to kill someone in the game? 

RC: Whew... you want a 
number? I don't think we've 
actually calculated it, 
are quite 
Thing is it's 
always changing. 

DL: You can throw 
tyres at people - that’ll 
kill them. Or you can 
throw broken monitors, or knives 
or swords, which you can hit them too. You 
can punch and kick, whack ’em around the head... 

RC: As many as you can think of probably. 

sically, every time we put In a new object, 
another item you can use to kill somebody. 
PCZ; Are you still inputting ideas or have you 
said 'enough is enough? 

RC: Oh no. We’re still putting in loads of ideas. 
PCZ: What are your personal favourites? 

DL: I suppose the rocket launcher is mine. 

RC: The rocket launcher is a nice, quick and 
very nasty way to die. 

DL: Yeah, if there's a group of bad guys, say 
four of them, you just fire a rocket into them 
and they all fall down. 

PCZ: Did you carry out any real-life research 
into the weapons? 

RC: As in having a fight downtown after a 
few drinks? [Laughs.] I suppose we did do 
some research in the sense of watching 
some movies and so on. 
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Since he*s just learned to 
drive, Dave Mathieson 
reckons he’s a bit good at 
steering things. As Microsoft 
haven’t released the Wood 
Green scenario disk for their 
Small, Reasonably-Priced 
Family Car Simulator 98 yet, 
we’ve given him a game about 
planes instead. 

IFTEEN YEARS AGO, MICROSOFT WERE 
known for two things - DOS and Flight 
Simulator. Flight Simulator was one of the 
first proper PC games, and it gave bored 
office types the chance to pretend they were 
flying a light aircraft over New York instead of getting 
down to some 'proper* work. 

The graphics consisted of a blue rectangle (the sky) on 
top of a green rectangle (the ground) and some dials. The 
objective of the game was to make sure that the green 
rectangle didn't fill up the screen for too long, as this would 
cause a flashing orange rectangle to appear 
and a farting sound to come out of the 
weedy PC speaker. 

Oh, all right then, that's a bit harsh, but by 


If you're flying to San Francisco, be sure to wear a helmet on your hair. If you do want to go there. 
Flight Sim 98 will help you avoid all those scary blokes with leather caps and big moustaches. 


the game had to run on crappy PCs that ran at 1MHz (or 
something like that anyway), and that the flight models were 
pretty accurate, people at the time quite rightly thought it 
was pretty good stuff. 

Of course, these days PCs rock, going from stuffy business 
machines to games platforms par excellence. Flight sims in 
particular have always been popular on PCs, to the extent 
that very sad people build entire cockpits around them and, 
sporting beergut-hugging G-suits and greasy-hair moulding 
helmets, live out their Tom Cruise delusions. 

Rather than trying to compete with the shitloads of 
military sims out there, Microsoft have stuck to their original 
formula of ultra-realistic simulations of civil planes combined 
with plenty of exotic scenery to fly over. Flight Sim 5 vjas 
their first effort to use texture-mapped scenery and it set the 
standard for all other sims to follow. Since then, of course, 
we've had games like Flight Unlimited, EF2000 and Flying 
Corps that use textures to make themselves look more lovely. 


o- 


You don't just get to fly dead 
modern planes - there's a Camel 
in there, too. With no guns. Boo! 
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Challenges 


Beautiful Bay Area ’: ;' Q 
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While the number of dials is pretty scary, there's plenty 
of on-line help to take the edge off those terrifying 
journeys into the unknown. 
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; Developer: Microsoft 
Publisher: Microsoft 
Website: www.microsoft.com 

Release date: TBA 


ILS Approaches 





Fluffy clouds 

Microsoft haven't been sitting around doing 
nothing though, and Flight Sim 98 comts 
with new planes, tarted-up graphics and, 
most importantly, support for 3D hardware 
acceleration. After about two years of promises, 
crap software support and general arsing about, 3D hardware 
: has finally started to sneak into PC games. Since Microsoft 
have been trying to lead the way in this area with their 
DirectSD system, it's not surprising that Flight Sim 98 is 
designed to take advantage of said hardware. What this 
means is that the graphics in FS 98 are stunning. The photo¬ 
realistic scenery looks amazingly lifelike, the clouds are all 
; lovely and wispy and, at night, the stars romantically light up 
the whole view. If you're lucky enough to have a reasonably 
ninja PC and you've got a 3Dfx card, the whole lot should 
roll by in a decidedly unjerky fashion - and even if you don't, 
there are plenty of adjustable detail settings, so you should 
be able to reach a compromise. 

Fans of hardcore Russian-killing action will probably think 
this all sounds a bit boring, because FS 98 doesn't feature 
any weaponry. But in common with earlier versions, there 
are plenty of planes to fly, from little Cessnas through to 
the posh executive LearJet and right up to a Boeing 737. 

The great thing about the Boeing is that you can imagine 
you're piloting a charter flight full of obnoxious, 
beered-up tossers who've been hassling the cabin 
staff ever since they hauled their lobster-red. 

Union Jack-clad arses on board in 
Tenerife, and crash the whole lot 
: of them into the NatWest Tower. 

Far more worthwhile than 
' shooting down a couple 
. of MiGs, I reckon. 

fS98 is also the 
' first time a helicopter 
has been featured, and 
flying the Bell JetRanger 
is a great way to take in the 
sights - and land on them. Flying choppers isn't easy, 

I and FS98 accurately models the distinctly unintuitive 
' controls, with no easy arcade mode where you remain at 
a constant altitude no matter what you do to the stick. 

Huge and throbbing 

But the biggest improvement over previous versions is the 
sheer size of the whole thing. There are now over 3,000 
airports - ten times as many as its predecessor - and 45 new 
cities. While the PC Zone offices don't feature heavily In the 
■ London scenario, I took off from City Airport and flew up the 
f Thames to central London, past the Canary Wharf tower, 
over the Queen's big house and up to the set of grey squares 
representing our hallowed workplace, and very pleasant the 
: experience was too. 

But if all this scenery isn't enough to keep you going, 

L Microsoft have also included new adventures - a load of 
[preset 'missions', peppered with emergencies and drunken 


H.e 


air-traffic controllers issuing mad Instructions (maybe not, 
then), all aimed at keeping you on your toes. For even more 
realism, there's support for force-feedback joysticks, so you'll 
need to grip your throbbing stick firmly, etc etc, and there's 
also support for special 'sweat helmets' that trickle water 
down your forehead in particularly tense moments. 



Make sure you avoid those ground- 
based cone laser batteries, like this 
plucky little fella. 

o- 
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There are now over 3,000 airports 
— ten times as many as its 
predecessor — and 45 new cities ." 



Even without a force-feedback stick, there's throbbing a- 
plenty from the improved sound engine, with a host of new 
sounds, including some slightly worrying roaring wind. The 
engine sounds have been improved as well and there's 
a new photo-realistic cockpit too. 

All mod cons 

Flight Sim 98 looks more like an evolutionary step up 
from earlier versions than a completely new game. Since 
these versions were so brill, it would be pretty stupid for 
Microsoft to throw everything away and start again, and 
the improvements to FS 98 bring it bang up to date. As with 
all graphically pretty games, though, there's always the 
potential jerkiness question. Since the alpha version 
we looked at wasn't optimised in this department, 
you'll have to wait until next month's review for 
more on this particular aspect. 

If the Improvement using 3D hardware is as big as it is 
for some of the other games we've seen. Flight Sim 98's 
graphics will be awesome. Combine this with the other 
improvements and it'll be 'play until your eyes bleed' time 
for sim-heads everywhere. o 
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Steve Hill slips on a pair of 
fawn leather driving gloves with 
popper fasteners and airtex 
backs. This is a man in total 

© control of his vehicle. 

HERE'S A NEW VERSION OF RALLY COMING 
out. And hold onto your hats, because 
this one's slightly different! Last year's 
irksomely titled Network Q RAC Rally: Rally 
Championship was released to much critical 
acclaim and went on to linger endlessly in the middle 
region of the charts with all the tenacity of Meatloaf s 
execrable Bat Out Of Hell album. Network Q was actually 
the third instalment in the series ~ and the first to merit 
any cop, which makes you wonder what improvements 
we can possibly hope to see In this, the inevitable fourth 
offering In the series. 

The first noticeable difference is the loss of the official 
licence as the RAC have since withdrawn their name from 
the project. So, after being told last year that the licence was 
a good thing because it guaranteed the authenticity of the 
tracks, its absence is now deemed a good thing too as it 
will allow for more flexibility and imagination in the course 
designs. Confronted with this kind of doublespeak marketing 
gibberish, the words 'arse' and 'absolute' spring readily to 
mind, though not necessarily in that order. 

Nevertheless, there is a major difference in the courses, 
largely due to the addition of a track editor, which will no 
doubt appeal to DIY enthusiasts everywhere. It works in two 
different ways, catering for people with varying degrees 
of spare time and patience. For those with limited social 
avenues, there's an option to painstakingly build your dream 
track Inch by inch; while the man in a hurry can enter a list 
of parameters and features and leave the landscape generator 


The Streets Of San Francisco. 
Not really, it's Internationa! 
Rally Championship, or Rally 4, 
if you will. 
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The aptly named International 
Rally Championship comes with 
no less than 15 spectacular 
courses, each set in a different 
country. So what have we 
done? Only superimposed a 
map of each track onto a 
screenshot of the relevant 
course. Clever eh? Don't say 
we never do nothing for you. 






















































































(Far left) A pleasant 
lakeside drive. 
i (Middle) That'll be 
1 the Volkswagen 
I then. 

■ (Above) Snow and 
f everything. 

(Left) Now you didn't 
really want to go and 
do that, did you? 


to do the rest. Once a new track has been created, it is then 
assigned a unique password for use at a later date. This 
opens the door to countless opportunities for the trading 
of designs, and k can only be a matter of time before we 
see homemade tracks being swapped over the Internet. Well, 
that's the theory, anyway. 


beggars belief - and that’s before we've 
even heard it. We await the finished 
results with unbated breath. 


Got a new motor? 

As for the cars themselves, there are nine in total, 
including the Ford Cosworth, natural habitat of Essex Man, 
although this version comes without the standard-issue fluffy 


Jungle is massive 

For those who really can't be bothered with that sort of 
messing about, there are 15 default tracks to choose from 
that span a variety of nations, hence the 'International' bit 
in the game's title. These tracks encompass five different 
scenarios, namely snow, countryside, alpine, desert and 
[ jungle, all of which affect the handling of the car. To this 
i end, each car can be accurately set up in terms of suspension, 
steering and so forth, with a comprehensive assortment of 
[tyres available for different terrains and various weather 
[conditions. A virtual Halfords could make a killing here selling 
i^logen fog lights for the night-time racing slots, not to 
[ mention other boy racer accoutrements, 
t One thing Rally 4 (as I'm allowed to call It, being 'in the 
I trade') does have in common with the kind of wispy-tached 
feenage morons who drive round in circles for hours on end 
I is a selection of pounding tunes, is the option to select one 
fesix CD tracks before each race. The music had yet to be 
pWed to the copy we reviewed, but the names of the tunes 
I were already in place, and they would appear to be 
[ something of a mixed bag. As song titles go, Buckets is fairly 
[ ambiguous, fnergi/ze sounds potentially dubious and Rock 
[ S/iovv promises to be downright awful. Miles And Miles is 
E presumably standard driving fodder, Punkture [clewer wording, 
V cheers) might offer some credibility, but Disco O/ck frankly 


**ror those with limited social avenues, 
there*s an option to painstakingly 
build your dream track inch by inch, ** 


dice and windscreen-mounted legend. Also up for grabs Is a 
Volkswagen, a Proton, a Subaru and a Skoda, the butt of all 
those hilarious jokes a few years back. Two viewpoints will 
be utilised: a first-person affair and the standard chase view, 
enabling you to get a close look at your car and its colourful 
livery. Incidentally, the stickers are for advertising. It's as 
simple as that. It really /sthat simple. 

/?o//y 4 claims to have five different modes of play. Arcade 
involves driving like a nutter to make the various checkpoints 
while negotiating other cars - massive collisions result in 
a quick spin and the loss of a few seconds. Simulation is 
slightly more realistic in that you're competing against 99 
other cars, although being a rally, it's pretty unlikely you'll 
actually see any of them, although there is potential for 
some spectacular crashes. Time Trial is a straightforward ► 


That's what you call a wireframe. 
Naturally, the finished version will 
look more colourful. 
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Developer: Magnetic Fields 
Publisher: Europress ^ 

Website: www.europress.co.uk 
Release date: September 


point-to-point affair enabling you to set records for the 
various courses; it features an optional 
ghost mode, which has 
nothing to do with 
ghosts but 
involves a 
pretend 


car 
that you 
pretend to 
race against in 
order to break the 
record (which is of 
course a pretend record because 
it's a pretend game - pay attention at the back there, please). 
Custom mode presumably allows you to set up the amount 
of detail you want, while Championship offers the full monty 
(whatever that is), including refuelling mode. 

Hey Goo, what’s new? 

If you're a big fan of the previous incarnation of /?o///(and 
have persevered this far with my uncharacteristically turgid 
prose), you may wish to be enlightened on a few more of 
the differences between the two games. Well you're in luck, 
because PC Zone are honoured to be in possession of nothing 
less than... a piece of paper with a list of differences. "Titles 
in 16-bit 800x600," it screams. "In-game graphics 800x600, 
640x480, 320x240," it yells with gusto. 'Textures and sprites 
improved," it mutters, drawing a quick breath. "Scenery more 
versatile," it offers, almost apologetically. And there's more! 
Improved features: tunnels, terraced houses, suspension 
bridges, various in-game objects such as houses, temples, 
pyramids, churches, barns etc. Totally revamped front-end/ 


options to give the game a better structure. New in-game 
options and 3D card support. AWE64 support, and even 
support for force-feedback Joysticks, for Christ's sake. 

And still it comes. Split-screen: two players on one 
computer. Serial link. All game modes available 
in multi-player. Tracks can be flipped and/or 
reversed. Replays can now be edited/sections 
saved. Tracks are now circuits and point-to- 
point. Improved handling/crashes. Wider tracks 
enabling off-road driving. Somebody stop me. 
Right, that's it. End of. Job done. If you want to 
know anything else about International Rally, you can 
either just check out the Website, or alternatively wait 
for the exclusive review and demo that will be gracing the 
pages of your life-affirming PC Zone in the near future. 0 


(Main) It's that fancy Volkswagen 
again, tearing through a tunnel. 
(Above) The serenity is shattered 
by a belching automobile. 

O- 


OTMjtta. £h.c. lutiy., 


Anyone who has 
watched rallying 
on television 
cannot have 
failed to notice 
that the sport 
apparently 
attracts a curious 
type of spectator. 

Usually Welsh or 
just plain stupid 
(although the two 
terms are largely 
interchangeable), 

there's always a clutch of people who have 
planted themselves in the most unsuitable 
place, clearly endangering their lives just to 
'get on the telly,' as if this represents some 
kind of achievement in their otherwise 
humdrum existence. These days, with Andy 
Warhol's "famous for 15 minutes" prophecy 
being rapidly realised, not getting your 
mug on television presents almost as 


big a challenge, yet 
still these cretins 
stand on the 
outside of a bend 

- inches from fast- 
moving, potentially 
unstable vehicles 

- gurning at the 
camera as if it 
were some kind of 
King Of Space. 

Back to Rally 4, 
and there they are 

again, rooted to the 
pavement as If protected by an invisible 
force-field. And unfortunately, this is indeed 
the case. Despite claims of 'off-road 
driving', there is no CarmageddorhsXy\e 
method of administering much deserved 
grievous injuries, thus removing these fools 
from an already crowded gene pool. Still, 
you can't have everything. Maybe someone 
will write a patch. Cheers then. 
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A totally unique and ground-breaking adventure, combining the best graphical elements 
atmosphere, depth and playability of The LegejidofZelda. 

Plus, massive panoramic 3D envir^ments ann intricate consuming puzzles make Excalibur 


Featuring: over 200 massive Ideations, 80 fulty talking characters, incredible realistic 


5 of Ton^ Raidei!%d the - 
ihur 25MAP^n absolute epic. 

|TD 


and hand-to-hand combat 


ina<^intriauinarpuzzles 


com 


PlayStation 


one ojihe biggest hits of the yh 

well do for 3D action adventures tvhh 
for iw platfonners” 

^\..has atnlosphere in spades 


light 


WIN 95 


' For further information contact: 
TELSTAR ELECTRONIC STUDIOS LTD. 

The Studio, 62-64 Bridge Street, Walton-on-Thames, Surrey 
Tel: +44 (0)1932 222 232 Fax: i44 (0)1932 252 

e-rodil: telstar@dial.pipex.com web site: www. 

Developed by Fish (UK) Ltd. Deigned by Tempest 


and “PlayStation” are trademarks of Sony Computer 


The future Is fltuuf 
To flecome histurg 











Considering the title. Total 
Annihilation is hardly likely to 
be a Teletubbies tie-in, is it? 
Lie down and brace yourself 
as Charlie Brooker gives you 
a good hard talking-to about 
an exciting-looking strat ’em 
up from the team at Cavedog 
Entertainment... 

hat's this? Command 8t Conquer done 
^ number 6,008? Well, yes. But before you 

think about hurling your flabby, friendless 
carcass out of the nearest window, listen up 
- Total Annihilation looks pretty damn good. 
Perhaps - just perhaps - It could even be better than the 
games It has been 'heavily Influenced' by. It received a 
fair amount of attention at - enough for the publishers 
to treat it as a Triple 'A' product (see panel, page 64). 

So what's so damn special about this game? Number one, 
it's all filmed in Super-Three-Dimension-o-Scope. Every single 
unit in the game has been lovingly tooled from the finest 
high-resolution polygons, which doesn't really sound like a 
big deal until you see them for yourself in motion. They 
represent a significant improvement, and after witnessing 
Total Annihilation first-hand, it's doubtful you'll ever want 
to control a CftC-style 2D sprite again. 

What's more, the terrain over which your troops move is 
fully contoured, instantly opening up a big fresh boxful of 
tactics. Certain units, such as the neato 'Spider' bots, are 
especially adept at clambering over the steepest inclines, 
whereas others (such as bulkier tanks) aren't. 

Hills provide cover from line-of-sight weapons, forcing 
your opponent to attack with projectiles (which may or may 
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(Above & right) The fully contoured terrain not only looks 
pretty, but it will affect the way you play the game too. 
Hills are more easily defended, while trees offer cover. 


not be a good thing). The contours even extend below the 
water margin - larger ships, for instance, won't be able to 
hug the shoreline because the underwater reef will prevent 
them from getting too close. 

There is also an impressive number of different units 
waiting to be employed - 175 to be precise - with weekly 
downloadable additions promised following the game's 
release. And they're not simply 175 pulse-terminating 
variations on your common-or-garden tank, either. Aside 
from the Spiders, there are fighter jets, Mechwarrior-styk 
assault robots, aircraft carriers, even a 'walking bomb', 
which saunters toward the enemy base with 
a knowing glint in its eye. 


Roil out the barrel 

Best of all, the different types of unit exhibit 
recognisably different physical traits. Aircraft 
in RedAlertart essentially just sprites. 

They may be 'airborne', but they don't 
really behave like genuine planes. Here, 
aircraft bank, turn, fly off the map 
and even perform barrel rolls. 

And then there's you. Unlike 
most real-time stratfests where 
you direct the carnage from on high 
like some kind of dislocated god. Total 
Annihilation tackles apathy before it sets 
in, forcing the player to roll up his sleeves 
and take part in the struggle first-hand. This is 
achieved by including a unit called the Commander on 
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deploy where. Spider hots are 
particularly adept at clambering up 
steep inclines, heavy tanks are not. 



Developer: Cavedog 
Publisher: GT Interactive 


Website: www.cavedog.com 
Release date: August 


Caj/Ti<Z<T^? WAte-fics. Ulc. UxsJJ. did. ttuny. 




Cavedog are a new production team. PC Zone 
met Chris Taylor, Total AnnihilatioiTs lead 
designer, on a recent flying visit to London. 

And, would you Adam-and-Eve it? It turns out 
I that in the past he was partly responsible for 
; 4D Sports Boxing and Hardball 2. 

However; Total Annihilation is apparently much 
• more his bag, because he just loves "complete 
destruction, total rockin' explosions" and the 
! like. He's young, he's the spitting image of Griff 
! Rhys Jones (slightly chubbier, but unfortunate 
I all the same) and possesses an agreeably dark 
sense of humour, replete with a booming laugh. 
And we like him, so we had a quick chat... 

PC Zone: What does Total Annihilation have 
that Red Alert and its chums don't? 

Chris Taylor: Those games basically play on a flat, 
tiled map - at the time it was an advancement 
just to get the whole thing running in real time. 
That's great, but it's time to advance it to the 
next level - real 3D terrain and 3D units. 

The 3D world affects the way the game is played. 
Suddenly, you've got projectile weapons versus 
line-of-sight weapons. You've got to take Into 
consideration the surrounding terrain - in most “ 
games, your unit will simply fire in a straight line 
1 over a given distance, whereas here you may 
' have to move, say, a battleship closer to the 
shoreline for Its shells to clear a hill. You've 
; got planes flying at different altitudes. It 
all really opens the game up. 

And we're going to provide new units. 

You'll be able to go to our Website and 
download a new unit every week. 

PCZ: But won't you then run out of 
new unit types pretty quickly and 
have to resort to stupid custard- 
pie throwers and things? 
r CT: Yeah, well, there are plenty 
I of areas we can go into. 

Psionics, for example - 
. units with mental powers. 

Experimental insectoid 
vehicles. Underwater 
base-building 
units. More 
f:. 'super weapons', 
j And we could do 
p/nutty' things as 
veil. It's all wide open. 

CZ: You must have played your way through 
I lot of wars— do you reckon you could 
commandeer a real-life one? 


CT: Sure. Because through playing, you learn 
that you've got to control the air. You don't start 
bombing them until you've taken out their 
fighters. And then you take out the things that 
are anti-air. Then you soften up the remaining 
ground targets as much as possible with bombs 
and long-range artillery fire. And once that's done 
you move in with your armoured ground forces, 
sweeping through really quickly. Finally, you go in 
and mop up whatever's left with your infantry. 


PCZ: But wouldn't you feel at all guilty? They'd 
be real people, after all. 

CT: Oh, sure. But in Annihilation it's all robots and 
machinery, so you can dissociate yourself from It a 
bit. That was a conscious decision. 

PCZ: If the planes and tanks had genitals, 
which would have the biggest dick? 

CT: Well, I'll tell ya... in TA the Bulldog is a pretty 
tough tank. Actually though, I would say that 
the Commander has got the biggest dick on the 
battlefield. Because that's you. 

PCZ: So how do you think this well-endowed 
Commander affects the gameplay? 

CT: There's an interesting level of testosterone 
there - other games don't have a central 
character like that. If you have the 'Commander 
Death' option on (which means that when he 
dies, you die too), you treat the Commander 
very differently. Maybe you won't at first, but 
once you get into a real serious game - when 
you want to know who the real shitkicker in 
the office is - you aren't just going to run into 
battle and shoot stuff willy-nilly. You're going 
to use him preciously. 

But I find that even after all the playing I've 
done, I still get this little thrill out of going 
"Okay, you bastards - you're never going to 
suspect this," and I take my Commander 
into battle and start blasting everybody. 
Then all of a sudden it's "Jesus Christ! 

I'm outnumbered! Aww, shit!" and I'm 
spinning round trying to blast everyone, 
and then seconds later I'm out of 
the game. How did that happen? 
Because you thought you were 
Invincible. You thought you 
were Rambo. Your ego got 
the better of you and it 
cost you the game. 

PCZ: Do you tend to smash 
things up when you lose in 
true John Romero fashion? 

CT: Sometimes... but mainly I do a lot of cussin'. 

PCZ: What's your favourite offensive phrase? 

CT: What - you wanna print it in your magazine? 

PCZ: Depends what it is. we don't mind... 

CT: Well, I've got a trucker's mouth so I've said 
pretty much everything under the sun. Often it's 
a gigantic string of swearwords. But I don't know 
if I stick to any particular one. I'm pretty fluent. 

I k^p 'em rollin'. 
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(Left) Because the units in Total Annihilation are modelled 
in 3D, eveything looks a lot more solid. Aircraft can bank, 
turn and even perform barrel rolls, for example. 

O-- 




Total Annihilation was the subject of so many 
admiring glances at the recent trade show in 
Atlanta that the publishers decided to groom 
it as a Triple 'A' product. Fine. But what on 
earth does that mean to us lesser mortals? 

Here, briefly, is an excerpt from the forthcoming 
Oxford Dictionary Of Videogame Industry 
Arsetalk, which promises to make sense of 
marketing-speak once and for all... Hallelujah. 

TRIPLE 'A' PRODUCT 

One of the few titles we're releasing this year 
that's actually any good. 

A MEW SLANT ON A POPULAR GENRE 

It's a Quake clone. 

INNOVATIVE GAME DESIGN 

We haven't got a clue what's going on in this one. ^ 
Oh, for the days of Paperboy. At least you knew 
where you were then. 

BETA VERSION 

It's supposed to be out next week, but the damn 
thing barely works. Sweet Jesus, please let it hold 
together. 


PROJECTED RELEASE DATE 

We will repeatedly smack the entire programming 
team in the face with a fencepost if they don't 
finish the sodding thing in time for Christmas. 

PUMPIN' TECHNO SOUNDTRACK 

A certain Chemical Brothers wannabe at the 
development house cooked up the music in his 
bedroom. And it's shite. 

MUCH-IMPROVED SEQUEL 

The previous game sold well, but it was rubbish. 
We're never going to pull that trick off twice, so 
here's the game as it should have been all along. 

STATE-OF-THE-ART 

The minimum spec is a 266MHz Pentium 11. 

EYE-CATCHING CAMPAIGN 

We're courting controversy by either: 

A) Placing a huge colour photo of a car crash 
victim's bloody, mashed-in face, with the caption 
"Look at this, ha ha ha," on every available 
billboard in the country. 

B) Placing a huge black and white photo of a 
young lady's private parts, with the caption 
"^ok at this, ha ha ha," on every available 
billboard in the country. Especially those that 

hap^n to be opposite schools. 


**The terrain over which your troops 
move is fully contoured, opening 
up a big fresh boxful of tactics ." 


4 the battlefield - a beefy mech unit which represents your 
own good self. The Commander also sports a bloody great 
disintegrating gun on his arm, making him ultra-powerful 
but also a natural target. And if it dies, things go downhill 
very quickly indeed... 

War is heck 

If what we've seen and played so far is anything to go by 
(and let's face it, it is). Total Annihilation deserves to be a 
rip-roaring success. The combination of an intuitive interface, 
a 'proper' 3D environment and the sheer variety of units at 
your disposal are all indications of a most agreeable multi¬ 
player experience. A lot will depend on just how sharp the 
single-player mission enemy Al for the game turns out to be. 

Whatever happens, this is clearly one to watch. We'll be 
probing its every crevice with our chunky great round-headed 
reviewing baton as soon as is4?umanly possible. 0 


(Above) Hills provide shelter from line-of-sight weapons, 
forcing your opponent to attack with projectiles, which 
means he'll have to move his artillery into range and out of 
cover, which means that you can try and take him out. Cool. 

O-^- 


(Above) There are already 175 units 
in the game and players will be able 
to download others from the Net 
every few weeks after release. 
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★ ★★★★ 


The Saitek X36 is the ultimate in flight simulation control. 


Whether you’re flying a Boeing 
747 or an F22, the X36’s 
massive array of features gives 
you the edge in any situation. 

The ‘point & click’ Windows 
Interface makes programming 
easy, bringing over 250 game 
functions to your fingertips. 

Developed by an award winning 
team, the sculptured design and 
high grip finish make the X36 a 
pleasure to use - even on long 
haul flights. 

The X36 - so good, it’s even 
better than the real thing. 


Features include: 

Stick - 2x 8-way Hat Switches. 

3x Fire Buttons. Trigger. Missile 
Launcher with Safety Cover. Function 
Modifier 'Pinkie' Switch with LED. 

Throttle - Detents. Rudder Control. 

2x Rotary Controls. 4-way Hat Switch. 
2x 3-Way Switches. Mouse Emulator. 
2x Fire Buttons. 3x Mode Status 
LEDs. 


Comes Pre-Programmed for 
Microsoft® Flight Simulator. 

X36 Throttle & Stick System available 
for under £100. Separates from just 
£49.99. 


► Over 250 Programmable 
Commands 

Easy to use Windows 
Programming Interface. 


For your FREE brochure call Saitek 
on 01454 855050, or visit our web site 
www.saitek.com 
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The graphics in Test Drive 4 are a far cry from the ugly, four-colour CGA graphics that were the hallmark of the first game in the series. This year's model sports 
gorgeous visuals brought to you courtesy of the new wave of graphic accelerator cards, most notably of course the 3Dfx. 


"They simply wouldn't let us leave the building until we’d put 
our cross on the dotted line." 

A deal was struck and a plot hatched, but when it came to 
speccing out TD4 they only asked one very simple question: 
"What's the best way to come up with a unique 
driving game?" The answer was immediate: 
use real cars, but, as James Brown might 
say, make them funky. What emerged 
from this brainstorming session 
was an idea for a road-racing 
sim that would pit "the beauty 
of the present against the 
beast of the past" - fast, 
modern sports cars against 
their classic US counterparts, 
in a series of mad, bad and 
dangerous-to-know races, 
across the four corners of 
the globe. 

Obviously, a major part of the 
appeal of TD4 is going to be a chance to 
get behind the wheel of some throbbing motoring 
technology that you wouldn't normally get your sweaty 
paws on in a mHlion years, and then wipe it out at over a ton 
and never mind the paintwork, Vicar. To this end, you'll be 
relieved to discover that TD4 will contain a full complement 
of the finest European and US sporting motors known to 
humanity: the Shelby Series 1, Dodge Viper, GTS-R, Acura 
NSX-T, '97 Corvette and '97 Camero SS head up the modern 
contenders, while the Shelby Cobra, '67 Corvette, '68 Dodge 
Challenger and '68 Plymouth 426 make up the US 'muscle' 


Fast cars and loose women? 
Well one out of two ain’t bad, 
reckons John Houlihan, as 
he heads off for far-flung 
northern climes. 


rs GRIM OOP NORTH," AS THEY SAY, BUT 
it's a surprisingly warm and sunny day that 
greets me as I descend on the riverside 
offices of the Pitbull Syndicate, fetchingly 
located on the banks of the Wear just outside 
Sunderland. And the reason I've been summoned to these 
northern hinterlands? Well, it's to catch an early work-in- 
progress peek at Test Drive 4, the latest incarnation of the 
long-running series which has appeared on almost every 
gaming platform since the early proto-dawn of computing. 

Richard Beston, Pitbull's head honcho, ushers us swiftly 
into an inner sanctum which is chock full of glossy magazines, 
replica models and all the other motoring paraphernalia 
you would normally associate with high octane, testosterone- 
guzzling sports cars, to explain how it ail began. Pitbull 
officially sprang into existence in the early months of this 
year, with a remit to produce high-quality driving games 
and a team whose past credits include Destruction Derby 1 
and 2 and Monster Trucks. 

Accolade, who signed them up, originally had an internal 
team working on the title, but when the Pitbull crew dropped 
into their California offices last year, according to Richard, 
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challenge of the past. In a less serious vein, 


jthe addition of comedy ghost cars like the 
Reliant Robin, Mini and even a hovercraft 
should make for ample hilarity across the 
eight-player network option, which is included 
for optimum multi-player carnage. 

According to Richard, one of the main aims of TD4 
is to “promote an attention to detail, which is sadly 
missing in most racing games". So Pitbull have been taking 
the real motors for a spin, busily mapping dashboards, 
sampling engine sounds and generally adding ail those extra 
little touches which they hope will add to the authenticity of 
the full-on driving experience. The car's handling is extremely 
realistic and car physics and dynamics are all accurately 
reproduced, so if you've ever wondered what it's like to 
fishtail a Dodge Viper at 160mph, TD4 will show you exactly 
what you've been missing. Oncoming and crossroad traffic 
will also feature heavily, as will evading the local fuzz. There 
was even some talk of including pedestrians who might 
'accidentally' bounce off your bonnet, but with ail the recent 
fuss over Carmageddon, this is a feature that Is unlikely to 
make it into the final game. 

Once you're out on the open road, there'll be six different 
courses to test your driving mettle and, in an interesting 
departure, they're all based on actual locations and faithfully 
reproduced from photos and maps for enhanced realism. The 
Lake District circuit, which is the only one up and running at 


the moment, is based on the 
area around Keswick and is 
so lifelike that if you pull 
a handbrake turn in the 
village, you'll end up in 
the car park of Richard's 
local boozer. Other tracks 
scheduled include the 
bumps and jumps of San 
Francisco, a winding Italian 
Alps circuit, mayhem on a 
German autobahn, the thrill of 
Kyoto in Japan, the spills of 
Washington DC and a hidden bonus 
underground course which will only be 
revealed in the fullness of time. All promise to be absorbingly 
large, at roughly ten scale miles apiece, while features like 
reverse racing, day/night sections, split time trials and a 
covert drag racing thrash should provide plenty of challenge. 

Even at this early stage, TD4's graphics are looking 
disturbingly sleek, polished and Turtle Waxed to gleaming 


Unusually for a driving game, 
Test Drive 4 features lots and 
lots of cars. And look, here's 
one we made earlier folks. 


7f Test Drive 4 fives up to its billing, 
we can banish road rage from the 
streets and get it back on our screens. ** 


The Test Drive 4 development team adopt their 'what 
we don't know about driving games is probably not 
worth knowing' pose. 


perfection. All the motors are lovingly depicted with 
Softimage and weigh in at a meaty 256 texture-mapped 
polygons - double the detail of most ordinary racing sims. 
The finished article will be replete with upto ten different 
views, including an overhead OJ-style chase camera and a 
first-person 'behind the wheel' perspective, which is already 
buttock-clenchingly fast, genuinely scary and clocks in at 
a chunky 44 frames per second, flat out. As you'd expect, 
TD4 will also be taking full advantage of 3D accelerator 
technology, so you're best advised to start tuning up your 
graphics cards right now. 

Test Dr/Ve 4 should be hitting the streets around about 
early November and after that Pitbull will be concentrating 
on two more racing games and a third, mysterious non¬ 
driving title, which had the Pitbullers exchanging knowing 
looks and raising an enigmatic collective eyebrow. Despite 
fearsome entreaties, offers of hefty bribes and my best arm- 
twisting techniques, no one could be persuaded to reveal 
anything further. 

But one thing's for sure - if Test Drive 4 lives up to its 
billing, we can banish road rage from the streets and get 
It back on our screens, where it rightfully belongs. 0 


This is the sort of viewpoint you 
won't be using when you're driving 
round the place. Unless you don't 
want to see where you're going. 
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The continuing 
day-to-day story 
of the development 
of Daikatana... 

Carrying on from where he left 
off last month, ace reporter 
and man-on-the-spot David 
^XJberGibKing’ McCandless 


AS CHRISTMAS APPROACHtS, THt 
3D SHOOT CM UP ST£tPLt(HASt 
ROLLS tV£R ONWARD. AND 
AMONG THt FRONT RUNNFRS IS 
DAIKATANA. . 

SHOT OVtR TO DALLAS TO MttT 
TH£ ION STORM SQUAD. £XAMIN£ 
TH£IR 0FFIC£. AND PARTY HARD 
THROUGH TH£ NIGHT (ALL IN TH£ 
NAM£ OF thorough JOURNALISM. 
rOU UND£RSTAND). 

ALLAS IS A STRANGE PLACE. NOT 
strange In the way that Milton 
Keynes or Stevenage are strange, 
but strange in a way that only a 
rich, southern American city can be 
strange. It's weird. The people are weird 
- they say "y’all". "How y'all doing?" they say to me when 
there Is only one of me standing there. They ask you how 
you are when you walk into a shop. "I'm suffering from 
cognitive dissonance and a bad case of bellinitls," you say. 
"Okay, well y'all have a good day then," Is their response. 

The weekend we've chosen to visit Ion Storm there's 
a Gun 8t Knife Show on at the local exposition centre 
("Something For All The Family" says the advert). Then 
again you can always go to the sixth-floor museum and 
look out of the window where Lee Harvey Oswald 'shot' 
President Kennedy. Or you can gawp at the massive sky¬ 
scrapers which dominate the skyline and compare them to 
your memory of the opening sequence to soap opera Dallas. 



(Right) The inclusion of hand-to-hand weapons should 
make for some interesting melee combat situations, 
especially in deathmatch mode. 


In this sea of strangeness, the 17-strong Daikatana 
team is a welcome relief. They're normal. They love 
games, stay up weird hours, eat peanut butter snacks, 
talk In dudespeak, wear crumpled T-shirts, and play 
deathmatch all night. It's just like being at home. 

Ion Storm's office Is based in the Texas Commerce 
Tower, the second biggest skyscraper on the Dallas 
skyline. It's notable for having a huge great hole In It 
(on purpose) and for being really big and shiny. Much 
like, you could amusingly conclude, a penis. Come the 
end of the year the company are going to move into 
the penthouse, a huge glassy courtyard right slap bang 
at the top of the tower. Loads of 'cool shit' is being 
designed to slot Into the acres of room upstairs - a 
bar, pool tables, motion-capture stage, recording studio, 
deathmatch stations. In the meantime, however. Ion 
Storm are inhabiting a temporary space on the 30th 
floor, where all of tfieir 60 staffers sit In little cubicles, 
hammering away lovingly at their various tasks. 

It's true, by the way. Every desk has two machines, 
two Pentium 200s with 64Mb of RAM (minimum) with 
21-inch monitors. Every’section has its own snackbox 
(contents: popcorn. Opal Fruits, Hershey bars, and other 
healthy stuff). There are two fridges, containing an 
endless supply of every soft drink imaginable. There's a 
fussball table. A table tennis, sorry, ‘ping pong' table. 
Lots of posters, weird pictures, insulting banners, and 



brings us this lowdown 
direct from Atlanta and Ion 
Storm’s HQ Dallas, Texas, on 
the thoughts and progress 
of Daikatana... 

19 June 1997 

Daikatana and the 
talented Ion Storm team have 
commandeered a large section 
of the mighty Eidos stand at 
the show. All the troopers are 
present and John Romero is 


showing off a software-only 
version of Daikatana (20% 
finished) with three or four 
levels. Sadly, every software 
company and their barber are 
showing off their games in 
glorious 3Dfx mode, making 
Daikatana's 320x200 visuals 
look relatively unimpressive. 
Those in the know judge 
games on design and concept. 
Alas, the majority just go for 
pretty front ends. 


23 June 

Some of the Daikatana team 
are a little upset by the 
mixed reactions of the games 
commimity to their E^ demo. 
Luckily most of them still feel 
inspired. ”We know it’s going 
to be great,” says Romero. 

26 June 

Nelno - the artificial intelligence 
guru - implemented some 
creepy AI yesterday for the 
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I can play on 
^ hardware. 

; shown a GL ^iffl8iSWl w m W W|iW w|^^ 
version 

"As regard3^MTOSi|^^^BWM i |||| j |||B 
the skeletons^Br 

I noticed it was far%etter ^augBSSHHin^^ 3D 
I first-person game released for 

i over a dozen of our 64 iiipiisters, butdoinjj l^ lairge 

a of animation sequences required;'^es;time. 
ly of our 29 or so weapons ar^ iilrebiofy coded, 

/ also lack animations. The weapons that we 
at were designed using temporary art. 
worked very hard to get ready for E^ and we 
what we felt looked best. I think we've done a 
I lot in the three months we've been working 
Jt but that's just my two cents worth." 


(Above) The game will feature 
around 40 different monsters, 
each with their own attacks, 
and quirks and A) routines. 


deathmatch glitterati. And take she 
does, hammering Romero, Squirrel, 
and the current office champ, Noel 
Stevens. Her plan is to visit ID 
software and go to a Net party at the 
weekend. At the weekend Corneliah 
returns to LA with a necklace made 
from the ears of most of the major 
Quake players in Dallas. 


spider in one of the Greek levels 
designed by John Anderson. The 
‘hard’ Webmaster Noel is a little 
perturbed by the on-screen arachnid 
and nms around the office screaming. 
The mother spider and its little babies 
follow you aroimd the level, scuttling, 
and will swim through water and 
jump over rocks. Yeuch. 


29 June 

More Daikatana deathmatching today 
between Kee. Nelno, Matt, and Sverre. ► 


28 June 

Arch Quake ninjaress Corneliah 
visits the office to ‘take’ various 











impressive. The 24-bit textures are 
particularly gorgeous. The snow and fog 
effects look smoother and more realistic. 

S July 

Sverre Kvernmo, level designer, 
has almost finished his prison level; 
“Alcatraz is just about done and 
features a lot of stuff actually on the 
island: a lighthouse, a water tower, 

. cliff paths, and of course the last 
m place you wanna find yourself 
W in - the prison shower room!” 0 


◄ Weapons included the Discus 
Of Daedalus, the Crossbow, 
a couple of secret 
weapons, and the ever 
popular Dog Launcher. 

H Even at this early stage 
K it, apparently, ‘rocks’. 


¥ 30 June 

I After some interesting 
® visual bugs, the GL version 
of Daikatana is up and 
running. It looks most 
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at it. The cfo 
forward. The 
bows and arj 
from the CD. 


apon, I iodk 

low, for exdhipie, is straight- 
are zillions of sounds for 
s. I digitally transfer them 
Ibmbine then with others, play 
around with effects, and then stick it on 
the network and somebody will pop it into 
the game. Sound effects are more difficult 
than I thought they would be. You need to 
look at it in the game to know if it sucks. 
Sometimes it's just trial and error. 

PCZ: What would you say to people 
wanting to get into game music? 

WL: I get funny demos from people. Most ; 
are useless because every song sounds the ^ 
same. The demo I sent in, every song on ^ 
it was different. You have to show you're | 
versatile and can do variety of styles. ^ 
PCZ: Is this your best job ever? 

WL: This is a dream job. I love games. I love ^ 
sound effects. The other games are going 
to let me do a variety of styles. I'd never 
done anything like this before. Everyone 
thought I was crazy for quitting ^gned 
band, but I just wanted to play games. 
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ZQHE Eh September 1997 


not much light. 
As I wander 
around the nearly 
empty office, I stumble 
across a computer, a dead dedicated Quake server still on 
after the night's excesses. On the screen is a log of a mid¬ 
game conversation between two Daikatana deathmatchers: 
Player 1: Go, bitch. 

Player 2: Yes, go you losing bitch. 

Player 1: Whatever. 

Player 2: Go. 

Player 1: Maybe you'll beat me... for the second time 
ever. Maybe. 

Player 2: It's only da beginning. 

Player 1: Have some woop ass. 

Player 2: Dumbshit. 

Player 1: Smackage! 

Player 2: You want some more? 

Player 1: Suck on it! 

Player 2: ...and stay down. 

Player 1: Splat! 

These are deeply disturbed people. But then it's only 
deeply disturbed people who can create the ninja-scopic 
games that make us sag so with delight. 0 


-o 

(Below) The GL version of Daikatana will look fantastic, 
and here's the good news - so will the software version. 


oteriinQua 






Daikatana 


going 


''The Infernal Master M 
is Will L€»coniofe job title. He is 
a one-man Jmatbox, responsible 
for a^tfl^if^usiCr all the sound 
effecteTand all the ambient 
atmosphere of Daikatana, 

So what's ii 
to be I 
Will Log 
at fd 
11 the < 

back to th^oo/^^style, 
level approao 
its own style ( 

PCZ: Like i 
WL: Well, 

22nd century,]! 
techno music.V 
weird analogue ! 
has more sedate, tiinK music - 
French horns, timpani\male 
Then you've got the Me 
acoustic guitars and scary strings, 
the fourth episode, way in the future,^ 
hard death-rock guitars, pounding bai 
huge drums - it's very Pink Floyd-y. 

PCZ: Cool. So what makes you so 
qualified to do Daikatana's musid 
WL: I've been doing music for 15 years and 
started a band in 1990 called T42. We were 
signed to Columbia. I wrote the songs, sang, 
played keyboards and guitars. {Willplays 
some. It's sort of Depeche Mode synth pop 
stuff. Very hummable.) \Ne did a Heaven 17 
cover which was very successful. Then I 
joined a band called Information Society 
on a world tour for four years. Playing 
keyboards, drumpads, and singing backup. 
PCZ: How did you get the job? 

WL: I heard John was starting a company, 
so I sent him a tape. He came to my house. 
All the indications were that I was going to 
get the job. Then nothing happened. So I 
mailed him like a month later and he replied 
saying: "Oh by the way, you're hired." I 
arrived in the middle of January and slowly 
started accumulating ail this stuff. 

PCZ: And you do the sound effects too? 
WL: Yeah. We've got 200 sound effects 
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THE NEW BREED OF COMBAT UNIVERSE. 




><HAT STARTED AS A PAPER-BASED. R0LE-PLAYIN6 
GAME IS ABOUT TO REACH EPIC PROPORTIONS. 

The Heavy Gear"** universe. Perpetuated by a 
WAR between Northern and Southern Leagues. 
Defined by a superior war hachine, the Heavy 
Gear. Brought to life by the producers of the 

#1-SELLING. 3-D CONBAT SIHULATOR OF ALL TIHE. 
Heavy Gear, The new combat universe. 







Pilot one of 16 Heavy 
Gear war machines, as 

WELL AS STRIDERS AND 
OTHER ARMOURED VEHICLES. 


The stunning graphics are 

ELEVATED TO tWe NEXT LEVEL 
WITH Direct 3D support. 


Engage in a brutal war 

PITTING THE NORTHERN AND 

Southern Leagues against 

EACH OTHER. 


SCREEN SHOTS FEATURE D3D 0 1997 DREAM POD 9. INC. AND TARGET GAMES, AB. BASED ON THE HEAVY GEAr UNIVERSE CREATED AND ONNED BY DREAM POD 9. INC. ACTIVISION IS A REGISTERED TRADEMARK OF ACTIVISION, INC. 0 1997 ACTIVISION, INC 
ALL RIGHTS RESERVED. ALL OTHER TRADEMARKS AND TRADE NAMES ARE PROPERTIES OF THEIR RESPECTIVE ONNERS. 
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Game 2 


This is designed to be a purely visual guide 
as to how games of a similar style compare 
to one another. The bars do not relate to 
previous review scores... they are simply 
an indication of how the reviewer feels 
about the products on a sliding scale. 


Game 1 


Quake is dead, long live Hexen II. That's 
the feeiing of Macca (the Uherfragmeister 
himself) and everyone else in the 
office who has played Hexen II. 
Not only does it iook utteriy 
gorgeous, but as a single- 
piayer game, it's the best 
exampie of the genre we've 
ever played. If you liked 
Quake, you'ii love Hexen II. 


CeixrL yxLBMJcA. 


yjoJMJcA. 

We see literally hundreds of games over 
the months but there are a few that 
we hang on to and continue to play at 
lunchtime/when we're supposed to be 
doing far more important stuff... 


There are some games that you can leave 
in the middle of the room with a big sign 
next to them saying “please steal me" 
and yet you still can't get rid of the 

1 bloody things... 

Hexen II ' 


Space Station Simulator 

Carmageddon (with gore patch) 


Ten Pin Alley 

Pete Sampras Tennis 97 


Hardcore 4x4 

LBA 2: Twinsen's Odyssey 


Formula Karts 

1 - 


Quake 


The Feeble Files 



74 


PC Zone use Dan PCs exclusively 'cos they're absolutely fab. If 
you want any more info on Dan machines, you can call them on: 


0181 S3D 1 
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90+ CLASSIC 


80-89 RECOMMENDED 


70-79 


GOOD 


50-69 


AVERAGE 


40-49 BELOW AVERAGE 


21-39 POOR 


20 and below 

PANTS 

"RjCX/TJCMMA. LMjdjCJC 

Hexen II 

76 

LBA 2: Twinsen's Odyssey 

84 

FIFA Soccer Manager 

88 

The Feeble Files 

90 

Conquest Earth 

92 

Age Of Empires 

94 

Tennis Elbow 

98 

Hardcore 4x4 

100 

Battleground 6: Antietam 

102 

Battleground 7: Bull Run 

102 

GT Racing 97 

102 

^ Space station Simulator 

104 

Ten Pin Alley 

104 


Formula Karts 104 


Thanks this issue to 

• Everybody @ Raven 

• John Romero and all 
@ Ion Storm 

• Howard Glover 
@ Sierra 

• Microsoft 

• Sam @ SCI 

• Alison Grant 
@ Interplay 

• Ben Et Janine 
@ Activision 
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9Q+ CLASSIC 

The highest accolade 
a game can attain. It's 
innovative, extremely 
playable and has masses 
of long-term appeal. If 
you’re going to buy a 
game this month, it 
should be this. 



8M9 RECOMMENDED 

An excellent game that 
simply lacks that certain 
something to make it a 
gaming classic. Well worth 
checking out, especially if 
you're a big fan of 
the genre. 



20 and balow PANTS 

Absolutely bloody awful. 
Crap with a capital C. Naff 
with a capital N. Do not 
buy this game, it will ruin 
your life and all those who 
come into contact with you. 
Got it? Have we made 
ourselves clear? 


Say hello, wave goodbye 


rS BEEN A 
traumatic 
month for 
Steve Hill, a 
new (and very 
welcome) addition to 
the Zone freelance crew. It's 
all my fault really. I gave him 
a new CD-ROM drive to play 


an absolutely incredible 
feat I'm sure you'll agree 
(if a tiny tad unrealistic). 

Paul Presley has been 
playing Outlaws which 
he claims has fantastic 
atmosphere and excellent 
music (he confesses to having 
played the soundtrack on his 


Macca who has been using 
the Marne emulator to play 
old classics like Ghosts 'N' 
Goblins and Gauntlet. Macca's 
also playing Hexen II to 
death, despite the fact that he 
finished his review ages ago 
Patrick McCarthy has 
temporarily put his PC to one 



with and it, er, blew up his 
PC. This unfortunately put 
an end to the countless hours 
he'd spent playing Monkey 
Island 1. "It's good," he 
enthused wildly, "and it's 
how games should be made." 
He also claims to have taken 
Chester City to a league and 
cup double in Sensible World 
Of Soccer before his PC 
spontaneously combusted. 


stereo over and over), although 
he's still managed to squeeze 
in some time for lengthy multi¬ 
player Quake sessions. 

Charlie Brooker has been 
spending most of his time 
messing about with console 
emulators for the PC, which 
he says are really good 
(particularly the PC Engine 
one, which is apparently just 
like the original thing), as has 


side to take a look at ISS64 
on Nintendo's new console. 
He reckons it's superbly 
playable and intuitive, 
and that it also highlights 
just how inadequate PC 
footie games really are. 

This is a problem we hope 
Gremlin will put right soon 
with Actua Soccer 2. 

Jeremy's also hooked on 
Hexen II, a game that's so 


with Chris Anderson 

graphically stunning it's been 
turning heads in the office 
all week, although he admits 
he's waiting patiently for an ' 
opportunity to play LBA 2. 

John Davison has been 
playing Dungeon Keeper 
to death. He says the level 
design is awesome, and the 
game constantly surprises 
you with new things the 
more you play it. He's also 
well into Hexen II, which in 
his opinion is one of the most 
graphically impressive games 
he has ever seen. This is the 
sort of reaction Hexen II has 
been getting from everyone 
in the office who's seen it, 
and it's not just down to the 
fact that it's running under 
3Dfx either - the backgrounds 
and graphical detail of the 
game have been soliciting 
oohs and aahs from all and 
sundry for the last month. 

Finally, PC Zone bid a 
sad farewell to Mr Cursor. 
He's been with us since the 
beginning of the magazine 
and we know he has many, 
many loyal fans among our 
readers. We wish him luck 
- things just ain't gonna 
be the same around here 
without him. Z 



THE BENCHMARK PC 

At PC Zone all games are 
played and tested on a 
DAN Technology Pentium 
133 with 16Mb RAM, a 
2Mb graphics card and a 
quad-speed CD-ROM drive. 
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The first of this winter’s Qtiake- 

engined games has hit’the shelves. 
David McCandless loads up his 
Spooge-Cannpn™. Target: flexen II. 
Oh lordy, run for cover. 

O H, BUT IT'S GOING TO BE A MERRY, MERRY* 

Christmas. Not just one, but four big, juicy Quake- 
povyered games will be in Santa's most 

adequate sack. There'll be Quake II (mmmm), 
Daikatana (yummy). Half Life (ddicieuse) and Hexen II 
- Ravensoft and id's version of Quake in tights. And a bodkin. 

With some shiny plate mail. And a nice helmet with a feather in it. 

For a good while now. Raven have been busy offloading their 
dungeons and dragons fantasies on the public. First was Black 
Crypt, a hideously antiquated Dungeon Master clone released a 
zillion years ago. Then ShadowCaster appeared on the scene, using 
the^Wolfensteij|vengine, no less. Then we hid Heretfc, which used 
the Doom diigiil^bpt added - wow - looking up and down (hey, 

^t was impressive th%n). Then there was Hexen^their pi^ce de 
resistance, which c'Srtipletely rewrote the rules on how much you 
are supposed to squee;^e into a 3D ^oot 4 ^m' up. It had hub-based 
levels, scripting^wi^ doors tftat 'peeled^ away and windows you ". 

. : " " ' ■ ■- 

O ^ '' 7 ] 

X • (Majn pj^) Al'ude stainedjfglass window depicting activities on the* 
.docks in the Middle Agls, or Hexetfs groovy artwork/Vou d^ide. 
(BeloWleft) Hey look - a cool armless lightning-firing Medusa. Jt 
either looks like a snake or a penis. Your choice. (Below) Lots ojf^ ^ 
interactive floors await your fumbling footsteps'! We like. * 

• X ‘ ^ 
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It's somewhere in that dark territory between a shoot 
'em up and a role-playing game - that place which smeHs 
of sour milk and unwashed jeans. You can choose one of 
four character classes - Assassin. Necromancer. Crusader 
or Paladin - and your choice changes the-game. Potions 
and power-ups are relocated. Puzzies adapt to suit the 
mould of the player. Monsters rearrangeJtbems^lves. 

Jhe Necro. for example, controls the element of icef 
so most of his weapons, power-ups anchbombs revolve 
around sub-zerb fTaraphernalia. He will encounter more * 
gargoyles^and flyrng^nasties wiich are more suitable for 
his projectile-weapons. ' 


Walnuts, 


I You like pyramids - you got pyramids. You like obelisks 

- there they are. Yellow fingernails - they're your|. 

-—O 

A could smash), environmental effects such as earthquakes, 
an inventory, some rather cool levels, eight-player 
deathmatch. not to 

mention all manner of 
terrific visual effects. 

My, how we spooged.. 

If you were to go back 
and play Hexen now 
though, you might 
feel just a little let 
down. The gameplay 
naturally remains 
intact, preserved for 



The Paladin, as You would expect, is a thug with a brain 
the size and colour of one of those blackened walnuts 
you always get in a wire 'soc[(' of Christmas nuts. He 
values close combat and hands-on scrapping, so he's got 
shuriken. swords, axes and the machine gun-like Dragon 
Staff in his armoury. He doesn't need magic - magic Is 
for poofs. So the floating mana balls needed byflie other 
characters are replaced by flechettes (bombs to you and 
me) and armoui^^upgrades. And a few extra scorpions ami 
spiders will scuttle out of the dark to engage him. 

As in the original, Hexen ll's levels are arranged into 
hubs - a central map surrounded, spoke-like, by other 
levels. Typically, you travel to and fro between alternate 
areas, solving puzzles and finding objects which open 
doors in other parts of the hub. This broadened scope 
gives the game a more adventurey feel compared to 
Quakel relentless, run-kill-exit linearity. 

To further incrolbsethe yellOw-fmgernailed appeal to' 


II has h^en gloriously 
ramQfed up to\ dails with incrediblo 
"levels and amazing effects/* 


all eternity, but the technology 
^cks - boxy levels, sprites and 
d wash of drab, dull colours. 
Hexen II, you will no doubt 
be relieved to hear, is much 
the same game, only it's been 
gloriously rammed up to date 
with incredible levels, a host 
of fully polygonal characters, 
amazing effects, plus sheets, 
quilts and unfurling countrysides of glorious colour. 



I 


Hexen // still sports Quake's rather natty underwater 
distortion effort - transparent both in GL ancHoftware. 


■o 


the unshaven millions who wasted weekend^Jh trfe joys , 
of tunnels and trolls, each character has'an inventor^, 
experience, hit points and an armour class. Grabbing 
breastplates and helms adds to your AC (oh god! I know 
the correct abbreviations^ Killing monsties and stepping 
on spiders will boost your XP, which In turn increasest^ 
your HPs. The inventory is used to amass offensive and 
defensive power-ups and to stash important game items 
and keys. A single item can be 'readied' in advance, only 
a keypress away in the Use slot. 

In the tradition of fantasy-type games, your starting 
point is a castle - a lichen-stained medieval castle, with 
fascinating nooks and crannies rubbing shoulders with 
cavernous dining halls and acres of prisons, oubliettes and 
sewers drenched in ankle-high waste. Light streams in 
through huge stained-glass windows stream. Thick pools 
of shadow seethe blackly in the corners. 

Outside, field and rock areas give way to sTrangely . 
disconnected labs and libraries, complete with bookcases, 
’^desks and coffihs. Small villages ancToutposts usher 
you into dark, winding tunnels, mountain springs anid^?^ 
abandoned tombs. There's an entire cathedral replftc'^* 
with-architraves, choir balcony, vestry dhd confejskmaf ^ 
booths. And you can smash the windows too. Adnriitjt 
-• haven't you always wanted to do that? 

Next stop after eight levels of medievalry is the Meso- 
american hub (that means Aztec, in case you're not sure). 
You find the usual trappings of our South American 
friends, bursting with colour - huge wall-paintings of 
Quetza<^atl, sacrificial temples, sandstone mazes, strange. 


78 


ZOHE Eh. September 1997 








































ij -.L... .. ..;■>>■. ifi 

fim : .. 


p.lT 




Note the use of colour here to brighten up an otherwise 
gloomy Quake-[\ke scene. New palettes mean new thrills. 

--^^-Q 

j ^ead-end passages and tight, scary crawl spaces. Black, 
mystical obelisks rear up from the ground, while hu^ 

\ collapsing ‘things' (for want of a better wordj come a- 
4 tumbling down around you. There's a lot of emphasis 
' on arachnids here, plus coachloads of mummies - and 
these aren't your cliched bandaged boys either, but true 
mummies, dressed in their funeral finery and head masks, 
with their limbs dropping off. Cool. 

After eight levels of this Peruvian playground, off you 
go to Egypt. Similar in visual style to the Meso section, 

^ it folldWs the architectural highligl^ts of Tomb Raider and 
J'the Dissolution Of Eternity mission pack for Quake. To wit 
'-huge sphinx, pyramids, endless labyrinths. Sarcophagi, 
boulders and broken tombs. 

After farting around in this area for a good few hours, 
/ou firfd yoursejf transported to a Roman area. 

There's a subtle change in style, with some 
beautiful wall murals, Latin wall signs, 
sunken gardens, fountains, colonnades and 
vast open spaces, ripe for some serious 
hand-to-hand violence. Oh dear - that 
thousand year old vase got smashed. 

Oops - broke that statue, too. 




Hexen H features most of the 
cool power-ups seen in its 
predecessor, as well as a few 
newbies and a couple of oldies 
pilfered from Heretic. Over 20 
separate items can be gathered 
in your adventures. Alongside 
stuff like armour, mana and 
health, you also get: 

DISC OF REPULSION 

Knocks projectiles and creatures away 
from you. 

ICON OF THE C^ffiNDER 

As per /fexea this 


giving them a new effect and doing tons 
more damage. Think Quad Power in Quake. 

POLYMORPH 

The equivalent of the chicken/pig thing 
in Hexen and Heretic. Turns monsters (or 
deathmatch opponents) into sheep. 

DISPLACEMENT DEVICE 

Teleports to safety a cowardly player who 
isn't man enough to stand up to a few 
car-sized spiders. 

RING OF WATER BREATHING 

Does what it says on the tin. 

■■■torch 



Home again, home 
again, jiggety jig , 

Then, 26 maps later, we're back to ^ ^ 

the castle for a final showdown with the 
big cheese of this rather lovely universe. 

After tackling the Four Horsemen Of The 
Apocalypse in each of the other domains 
(sat on four brilliantly animated rides), you 
should be more than ready to take on an old, 
fat, god-like Eidolon, right? 

Of course, no suite of levels would be complete 
without a huge staff of resident 'monsties'. Hexen 
aficionados will notice re-runs of famous Hexen bad 
guys here, notably the gargoyles, golems and skull wizards. 
The menagerie is now swollen with scorpions and spiders 
(all the girls say "Aaaaaaaeeeeeeeeee"), were-jaguars 
and panthers, mummies, Medusae, fallen angels and 
the underwater Hydra. Every character is exquisitely 
modelled and animated in glorious Quake-o-vision. 

The spiders scuttle realistically, in typioij^il^scaring 
fashion, makingjittle cartilage-oh-cobble^ohe^lSises. 

The Knight Archers clamber out of the shadoyvs. turn to 
face you, delicately pull back their bow strings and let 
rip with a highly damaging 'magic bolt'. The skull wizards 
mince around in their multicoloured cassocks, disdainfully 
lobbing volleyf of flaming skulls at your exact location. 

The were-jaguars, making out like Thundercats, execute 
negt little Judo-rolls and abruptly rear up right next to 
you, growling, salivating and thrusting their little serrated 




' j 


.jM 



swords in your gob. Gargoyles flap flappily around, while 
below the Medusae make, sucking motions with their 
blow-up doll mouths. Meanwhile, as you tolol your latest 
•-golem, it sinks slowly to its knees and then topples over. 

The were-cat flips over unto a crumpled heap as you land 
a fatal blow. Th^ f^C^ angels shriek and vaporise in a 
geyser of bloo#pSorcerer^sort of explode, leaving a few 
lickle deacHy spidfrs in their wake. 

^on^tle mBrs€fs 

In fact;«ell of fne creatures expire in-a very satisfying 
ruanner - jf not into gil»s then in^ spraying whirlpools 
of ichor. JdTey may be dead, bA you're not^finishe(^,yvith ► 

O-^ 

(Left) Another genital-free gargoyle about to bite the dust. 

(Below) If your PC doesn't sport a juicy 3Df<»£api, maybe . 

you'd like to run the game in hi-res. We think* it look^s better, 
somehow cripsier and more in your face, but hey - you decide.^ 
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that its quarrds will occasionally stick in the walls. Then 
comes the Gladius Of Striking, which fires exploding 
snakes and should be avoided at all costs. 




^ them y^t. You can chop up ‘Oits of monster me^^gain 
and again ahd ag^ain. tou cah also jump on tdp of their 
sizzling carcassesnild do a little (Tance. And even when 
fhey're alive", you can leap on them apd give them a 
Sweeney Todd. There- mqj^ b^something faintly ridiculous 
about puncliing a-cow-sized ^scorpion to death, but there's 
nothing stupid about triumphantly Jumping up and down 
on itsl)tood 7 Soa 1 ^*bQdy parts. 

Naturally. th%i^&poii& are more than well-designed 
for the task. Each character gete four, starting with a 
hand-to-hand weapon and ending in some kind of 
thermo-nuclear device. The Crusader, for example, starts 
out with a hammer for scrapping, chopping and stabbing. 
He then graduates to a talon-shaped ice gun which fires 
deadly ice shards. You mayi. if you're relentless enough, 
turn your opponent into a frozen statue: one biff of your 
hammer and it'll shatter. After that, you come across the 
glorious Meteor Staff - a voluptuous killing machine 
that's capable of exploding most enemies into gobs of 
glowing gibs. However, a word of warning: if you're not 
careful, the Meteor Staff may well send you streaking 
^wthrough :Uie sky as well. 

The Necro's close-up weapon is a gold-braided sickly, 
but he sooa learns the virtue of projectile weaponry with 
the magic missile, cast from .a gnarled; yellow-fingernailed 
hand and a spellbook^^Next up frgrn that are Bone Shards 
(d(^eply penetrative rnarrow ^issiles), and finally the Staff 
Of Set, which projects weird death at rigfit , angles (use it 
and you'll see exactly what I mean)» - 

Assassins start off with' a katar - which is basically just 
a posh name for a punch dagger - and follow that up 
with a poisoned sword. Then you get the mighty crossbow, 
which can twang enemies from miles away - you'll notice 


-o 


(Below) Some more examples of 
Hexen Its riotous architecture 
(below right) A familiar screenshot 
for anyone who's played Quake. 


a staid genre. For a start, there are hundreds mord 
minutes of single-player fun to be had. The gameplay has 
been fine-tuned to balance combat and exploring. The 
puzzles are cool and work to push you around the maps. 

Here's an example, /^fter smacking your way through a 
titantic level, you dispatch your last skull wizard and sink^i 
groaning, into a pool of mysterious-looking liquid. It coull| 
be Radox, but it isn't. It's magical goo and it says to yoi 
"You need the bone dust of Loric to finish the spell.' 

"Jeez," you mutter, and clamber back to the mairt hub,' ^ 
which is heavy-going on the bridges you rashly blew up. 
After a pitcTied battle with some gargoyles, you wrestle 
the bones from their ionised remains and toddle back 
to the 'bath'. But the liquid ain't happy. "Get the bone 
dust, ^ckie," it insists. You slap it around a bit. but it 
'doesn't do much good. Then you remember the huge greatj 
mill which is the centrepiece of the level. "Ah," your poor^ 
mfrhmaffan brain thinks, "I can grind the bones up." 

Correct-o-mungous. Our survey says 'ping' etc. So 
you complete the spell and celebrate by washing your 
caked warrior's willy and taking a breathless shit in that 4 
jumped-up pool of ooze (who's the boss now, eh?). 

Each puzzle-solving endeavour boosts your experience 
points; these pump up your level and in turn have an 
affect on your character, endowing him with special 
abilities, such as higher jumps, faster movement and extra 
mana capacity. So, in that crude fashion s(* typical of RPG, 
your character develops, becoming hardier and ballsier as 
the game progresses. 


Some see the rise and rise of 3Dfx and other 3D accelerator cards as a good thing. And it 
is, without a doubt, a very good thing. But others - including myself - cannot help but feel 
slightly perturbed by the whole thing. 

3D acceleration is the future. In two years time, every gaming PC will have one. Until 
then, most people will be confined to unaccelerated or 'software' versions of their games. 
Timing-wise, Hexen II is a yardstick. It's the first 3D shooter to be shipped with 
built-in 3Dfx support, whereas other games have relied on later patches. 

And it looks glorious in GL. But it's important to note that practically 
everything - every particle, every texture, every lighting 
effect, every animation and glorious chunk of architecture 
- In the 3D accelerated version exists In the software version, except for real-time 
shadows and texture smoothing. No, it doesn't look as good, but it still looks great. 

Raven have created a precedent here. From now on, until everyone starts throwing GL 
parties and dropping the phrase 'trilinear filtering' into pub conversations, there's simply 
no excuse to dump GL features just because it's too 'hard' or 'doesn't work as well'. That's 
sloppy programming. Hexen II has set a precedent, it looks great in software and in GL. 
The others had better follow its lead. (Blimey ~ Ed.). 


Wizard prang 

HexenHMs more than just Quake transplanted Into a 
.^word 'n' sorcery setting. The Raven boys have tweaked, 
tinkered, recast, redesigned, 
tarted up, reprogrammed 
and lavished all sorts 
of wizardry 
on what has 
hitherto been frowned upon as 

Gameplay has 
been fine-tuned 
to balance combat 
and exploring. 
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Candid camera 

Raven have also given thought to sofhe 
^ of the main problems that surfaced in 
, Hexen. Puzzling used to be fraught with 
. annoyance. After fighting through an 
farmy of gargoyles, wrestling with 
earthquakes and collapsing 
parapets, you'd finally reach 
Lthe all-important switch 
[ and flick it. A message 
I would say: "A door opens 
' on another level." And 
you'd say: "Duh? Where 
the freak is that door?" 

Then you'd trail 
through‘countless 
corridors, battling 
respawned monsties in a 
vain effort to track down that 
godforsaken portal. In Hexen II, 

: Raven have utilised Quake's clever 
r camera feature to show you intimately and 
unequivocally the result of your switching. 

After the glory of the architecture and sheer fun of 
the gafheplay, Hexen H's next-best feature is the flotilla 
of nice touches which not only distinguish it from Quake, 
but have you squawking "Cooool!" at every turn. There's 
gravity on lifts; they start slowly^and gradually accelerate 


~ a subtle touch, but welcome aji the 
same. You can push things too, moving stone 
blocks and weighty monoliths out of the way. 
Also, darkness is truly darkness in Hexen 11. You 
can be strolling obliviously round a shadow-draped 
cavern when three scorpions, a spider and two fallen 
angels suddenly jurtip you out of the inky blackness, so 
you have to check every corner and overhang. ^ 

The smoke and particle effects are nothing short of 
fantastic and th^ m^re pyrotechnic weapons wiltHe^e ** ^ 
glowing embers, Hust^Ed magic*"debris floating in the* 
air. Gibs fountain blood, but they.also spi/H; and splatter^^- 
and form pleasant little whirlwin^. ^ 

To cap it all, you can crouch. It rn^y see® like a small 
feature, but in a way It's a symbol for the un-Quake- 
likenesfof the whole game. Sure, Hexen II uses thelElutike 
engine - the main ingredient in the recipe for a bland, - 
homogenous clone - but Ravensoft have added enough 
subtle tweaks, huge dollops of new visuals, a sprinkling 
of neat touches and a twist of effort to create a huge, 
tasty gameplay gateau. And this is one of those Germanic 
gateaux - ffosted that, creamy this - which leaves you 
feeling bloated and ill after 20 hours devouring it. 

Hexen 11 is the first of the new wave of Quake-based 
3D shooters. Soon to follow in Its wake are Quake II, JedI 
Knight, Unreal, Half Life and Daikatana. And they'd 
be good, because this is simply 


We'll come clean - the version of Hexen //we 
reviewed didn't have a workable version of 
deathmatch implemented. We don't care. You 
know why? Because Hexen II is a damn fine single¬ 
player game, we love it and we want to smother 
it with butterfly kisses and leave 'pleasure paint' 
on our bedding. What we do know about the 
deathmatch mode is that it will use the Quake 
network engine, have support for 16 players, allow 
you to set 'Random character class' when you 
respawn and ship with a custom deathmatch hub 
with five levels or so. Oh, and you'll be able to 
rocket jump, enter and leave games and get really 
addicted to it. Just like Quake's deathmatch. 


(Above) Ah, Madame La Guillotine 
(screengrab by the Marquis De Sade). 
(Left) Bleeeeeeeee! A horrible scorpion 


(Above) And finally, a Joyous little screenshot, showing 
off//exe/i/fs GL-enhanced transparent lava. Coo. 



Two years on from the original 


Hexen (94%), a year since Quake 
(96%) - and Hexen II is better 
than both of them. Technology 
and gameplay have marched on, 
but it still gets a thumbs-up 94. 

hexen II 

Quake 

hexen 

heretic 

Stonekeep 




Memory: 16Mb 
Processor: Pentium 
Graphics: VGA/SVGA/3Dfx 
Sound: All major sound cards 
Controls: Mouse, keyboard, joystick 
Note: You're gonna need a P133 or 
better we reckon, to get the best 
from it. 
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Release date: November 


Publisher: Activision 
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Website: www.activision.com 
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LBA 2: 

Twinsen 



Odyssey 



<Sa^ It LH. 


Charlie Brooker is the only 
person in the PC Zone office 
who remembers the TV series 
Big John, Little John. It was 
the story of a man who kept 
turning into a boy. Curiously 
enough, Charlie himself felt 
like a child - but not in the 
Michael Jackson sense - 
while succumbing to the 
delights of Adeline*s Little 
Big Adventure 2. 


© HE AMERICANS ARE CRAP, EPISODE 5009 
when the original (and defiantly French) 
Little Big Adventure was released 
Stateside, the overpaid, hollow-headed 
knuckle-draggers from the marketing 
department took umbrage at the quirky title. "Li'l 
Big Adventure? What in tarnation is that supposed 
to mean?" one of them (probably) bellowed. "It's 
a goddamned paradox, that's what it is," moaned 
another suit-encrusted, snake-eyed Damien. 

At which point a third dead-eyed, hair-gelled, 
power-dressing waste of semen proposed that they 
immediately change the name to something more 
straightforward and boring, to prevent Yankee 
customers suffering massive brain haemorrhages 
when confronted with the sight of a genuinely 
charming game title glaring at them from the 
shelves down at the local gargantuan Shop- 
U-Fux. So they racked their brains through 
16 power lunches, finally settling upon the 
single most rubbish and inappropriate title 
possible: it was rechristened Relentless. They 
may as well have called It Product #16,001. 

Well, the joke's on them now, because Little 
Big Adventure 2 is here. What are they going to 
call this one over in IdiotLand? Relentless 2, 

Relentlesser? Or simply Product #16,002? 


Ail the angles 

Little Big Adventure 2 is great. 
The star of the show is the 
bizarrely-coiffured chap 
Twinsen, whose head 
looks a bit like 
a hard-boiled 
egg with a 
ponytail. 


(Above) Hey, hey we're the Esmers. And people say we make contact with 
new races, kidnap their children, and set about destroying their planets 
in an attempt to fulfil an absurd religious prophecy. But we're too busy 
singin'. To put anybody down. 


Little Big Adventure 2 has been translated from 
French by, we suspect, a Frenchman. Now, dhly 
a heartless nitpicker could fail to appreciate the 
enormity of such a task (there are thousands of 
lines of dialogue after all), but there are times when it 
goes somewhat awry, and the translation seems more 
than a little suspect, with characters mouthing stilted, 
awkward sentences, or occasionally saying things that 
are downright misleading. Also, the voiceover artists 
often emphasise the wrong word in a given sentence, 
a 'cheap Kung Fu movie' ambience 
to the soundtrack. It's not exactly a 
drawback - the game itself is still 
perfectly sound, and the disjointed 
nature of these exchanges actually 
adds to the game's overall 
'other-worldly' air - but it 
could have been tackled with 
a little more finesse. Maybe 
in time for LBA 3, eh? 
















(Left) Some of the platform game sections are particularly unforgiving. (Above left) "Yes folks, tune in to Bravo on satellite 
and cable. We've got lots of ropey old 'cult' TV shows, a bit of manga, and tons of really great horror/shagging movies. It's 
great." (Middle) A camel, a car, and an elephant in a turban. If you're drinking Bacardi, gambling in the casino. (Right) My 
dog's coming in last. Typical. Still, I can always drown my sorrows. Fancy joining me in a pint of horse phlegm? 

O- 



H You can go all over the shop in LBA 2. For fun. 

I---O 

He's a national hero on his native planet, the similarly-named 
Twinsun, which is presumably why he gets away with dressing 
like a girl. Twinsun is a strange place: it's populated by talking 
elephants, rabbits and 'quetches' (a race of anthropomorphic 
beachballs), spattered with primary-coloured flora and fauna, 
and powered almost entirely by an unseen magical force. 

Since this is a computer game, it isn't long before this life 
of carefree psychedelia is interrupted by the arrival of a lanky 
alien race calling themselves the Esmers. They claim to have 
come on a goodwill mission, to share their scientific knowledge 
with the population of Twinsun. Obviously, this is bollocks, 
i The Esmers are Not Nice. Minutes after their jolly Yellow 
I Submarine-style flying saucers touch down, they're hiding in 
j dustbins, spying through peepholes, poking their collective 
I nose in where it isn't welcome, brandishing firearms at the 
drop of a hat - and hatching a sinister plan which could 
I . threaten the future of the planet. Which is, of course, where 
j you come in. What follows is an immense, sprawling adventure 
asTwinsen journeys from island to island - even planet to 
? planet - in his attempt to thwart the Esmerian menace. 



Gameplay 

In spirit, LBA 2 is an interactive cross between The Magic 
Roundabout and The Crystal Maze. As in the classic SNES 
aversion of Zelda, the action is split roughly 50-50 between 


Is that a long neck, or are you just pleased to see me? 



outdoor free-form adventuring, and indoor linear puzzling. 
And here's the first major change: the original LBA was played 
from a forced isometric perspective throughout, with static 
rendered graphics supplying the entire environment. This 
graphical style is retained in LBA 2 - until the player steps 
outside. There, everything switches to super polygonal- 
landscape-o-vision, with a variety of viewpoints and an Alone 
In The Dark-style tracking camera. Thanks to the polygons, 
there's a greater variety of terrain than in the original game, 
and the excellent re-positionable camera - which can also be 
zoomed in or out - makes it easy to follow Twinsen's move¬ 
ments. The all-new lighting effects bring yet more atmosphere, 
an excellent example of which takes place at the beginning: 
the game opens during a raging storm, replete with flashes 
of lightning, rumbling thunder and torrential, driving rain. 


**The SVGA graphics evoke memories 
of TinTin: Destination Moon.” 

o- 

Back indoors and it's static scenery and a single viewpoint 
again, which makes perfect sense once you start tackling the 
puzzles therein. These consist mainly of old-school style iso¬ 
metric platforming posers. Think Knight Lore, think Get Dexter, 
think Head Over Heels. Think: "This is driving me absolutely 
crazy, but I've got to make it through this bit because I want 
to see what happens next." Besides actively forcing you to ► 


?FtruH. “StucxTM^jc. 


As in LBA Uno, 'Hfifinsen has four separate 'behaviour modes'. It's 
easy to swap between them at the touch of a button, and they all 
have different uses. Allow us to explain... 

NORMAL SPICE 

In 'normal' mode, Twinsen will wander around at a leisurely pace, making this the Ideal 
mode for edging along narrow ledges and the like. He can also talk to people, or examine 
the furniture - just like you or I. 

SPORTY SPICE 

Whenever the situation calls for a little more 'oomph', switch to 'sporty' mode. Here, 
Twinsen acts like he's just ingested a large bowl of Kellogg's Sustain and three gallons 
of Lucozade (or at least, he acts like they act In the commercials for both those products). 

He can run around and leap across gaps. Lovely. 

AGGRESSIVE SPICE 

Enemies bearing down on you? Are their little fists pounding your face to a mushy red pulp? 
Don't stand for it. Change into 'aggressive' mode, in which Twinsen comes over ail Cynthia 
Rothrock and starts leathering the shit out of all and sundry - which is nice. 

DISCREET SPICE 

When you don't want to draw attention to yourself, subtly switch to 'discreet' mode and 
tip-toe your way out of there. You can also scrunch yourself up into a wickie bail so the 
big bad monsters can't see woo. Ahhhh. 
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LBA t was great, but it had quite 
a few irritating 'features'. Some of 
them have been sorted out in LBA 2. 
Such as the following: 

• Twinsen no longer hurts himself every three 
seconds while running around. 

• Thanks to a 'shortcut' key, it isn't necessary to 
switch into 'Normal' mode every time you want 
to talk to someone or search something. 

• Twinsen can now sidestep quickly, and roll from 
side to side. 

• You can save at any point in the game, not 
just at pre-defined moments. 

BUT... 

• Fighting is still a pain in the arse. Luck 
has too large a part to play in deciding 
most battles. 

• The enemy Al is pretty lame. Characters often 
stand still, firing at obstacles instead of hunting 
you down. 

• It isn't always clear which parts of the scenery 
you can walk on or jump across. Water is a prime 
example: in some sections, you can run through 
it. At other points, you automatically drown If 
you so much as dip a toe in. 

* The voiceovers are still sodding irritating. 


concentrate fully on the task at hand, the isometric 
perspective is essential to this style of gameplay - 
without it, it just wouldn't be feasible. 

Astonishing visuals abound. The SVGA graphics 
are superbly designed, with a French sci-fi 
comic book feel throughout: extremely 
stylised, complex, and curiously retro - 


evoking memories of the likes of TinTin: Destination Moon. 
Every one of the many characters Twinsen encounters on 
his travels is blessed with genuine personality, thanks to 
imaginative design and animation. They're intricate - so 
intricate in fact that they appear to have been painstakingly 
constructed by a highly skilled watchmaker, using special 
miniature polygons and a pair of microscopic tweezers - 
and they're so well animated that 
they really do 
appear to have a 
life of their own. 
Incidentally, the 
frame rate you get 
depends on the size of 
your PC's testicles. We 
played the game on a 
Pentium 133 and 
were rewarded 
with fluid. 





(In circle) At one point in the game, Twinsen finds himself banged up in Stoke Newington nick. (Er... allegedly - Ed.) 
(Above left) Murray Walker kindly agreed to provide commentary for this caption: "And! Twinsen! Takes! The! Lead! 
Leaving! His! Opponents! Standing! Still! At! 200mph!" (Left) Here's Twinsen posing for a photograph outside his lovely 
home - 25 Cromwell Street it ain't. (Middle) Wearing a cunning 'Wizard' disguise, Twinsen sneaks onboard an Esmerian 
ship. That stewardess looks like a bit of alright. Wonder what the chances of joining the 300,000,000 Mile High Club are? 
(Right) Nice tent, that. £39.99 from Argos, you know. Yeah, really. £39.99. Incredible. 


The Little Big Adventure games 
are so unique, they can’t really be 
compared to many contemporary 
titles. Here we’ve listed a few 
similar games (and activities) 
to see how they measure up. 

Ecstatica 2 


City Of Lost Children 


Knight Lore (ZX Spectrum) 


Watching Teletubbies 


Dressing up like Teletubbies and 
rolling around, on something 


Little Big Adventure 1 


Little Big Adventure 2 


super-smooth motion 

throughout. God alone knows how it'll perform on a Pentium II 
266 - the characters probably leap out of the screen and sit 
on your lap. And wiggle around suggestively. Or something 
like that. Oh, and the accompanying orchestral soundtrack 
also deserves a mention - it's by turns uplifting, ominous, 
comical and dramatic, but never intrusive (except for the bit 
that sounds a bit like bloody Riverdance). 

An enticing little number 

Perhaps the greotesf thing about the whole shebang is the 
way all the puzzles are seamlessly intertwined. Twinsen seems 
to effortlessly wander into problem upon problem, most 
of them nested together in a manner which, if the 
puzzles weren't so enjoyable, would have you 
hollering swearwords like an entrant in the 
1997 Italian-American Profanity Olympics. In 
Twinsen's world, if you wanted to go to the 
toilet, you'd have to catch a ferry to Toilet 
Island, which would mean juggling fire at a 
local circus in order to earn enough money 
for the ferry ticket first - and when you got to 
the island, the toilet itself would be hidden at the 
centre of a subterranean labyrinth and guarded by a 
giant sabre-toothed lemur. Once you'd conquered that set 
of problems, there wouldn't be any paper, so you'd have to 
fly to the moon and buy some from a lunar bog roll sales¬ 
man. On paper, it sounds infuriating. In-game, it's curiously 
compelling. Little Big Adventure 2 is one of those rare titles 
that can keep you up way past your bedtime, several nights 
on the trot. Try to play it during a week off if you can. © 


Memory: 16l\/lb 
Processor: 486DX4/100 
Graphics: SVGA 
Sound: All major sound cards 
Controls: Keyboard, joypad 



And you thought Teletubbies 
was trippy. 



Price: £39.99 
Release date: Out now 
Publisher: Adeline/Electronic Arts 
Telephone: 01753 549442 
Website: www.ea.com/100723,2464 
@compuserve.com (Adeline Software) 
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Tomb Raider II © and TM 1997 

Core Design Limited © & © Eidos Interactive Limited. 

All Rights Reserved and “PlayStation” are 
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nrA Soccer 
Manager 


Guidelines for football 
management game intro: 

1) General football joke; 2) 
Joke at expense of reviewer 
(eg the stupidity of Patrick 
McCarthy); and references to a 

© sheepskin coat if room. 

F YOU OR I WERE PUHING TOGETHER A 
football management game for a company 
the size of EA, with all their resources and 
ability to entice top programmers and game 
designers, I'd look at every other management 
game that's ever been made to work out what makes a 
good one, throw out all the irritating bits that are always 
slagged off in reviews, steal all the best bits and put it 
all together in a shiny, easy-to-use whole. Unfortunately, 
for whatever reason, EA don't agree. They seem to have 
decided that they can just make any old game and it will 
sell anyway. Maybe they're right. 

So what’s wrong with it? 

It's not a bad game, as such - but it doesn't offer anything 
new. There are three good games out there already that cover 
just about everything anyone could want from a football 
management game, whether it's graphically-challenged, 
no-nonsense realism or the bells-and-whistles approach of 
watching a game played out in front of you. To enter the fray 
now you'd need to have something extra - a point that EA 
would appear to have overlooked. 

It also has a number of idiosyncrasies. For example, even 
the simple act of just selecting a team and formation is a 
thoroughly bizarre procedure. It would take too much space to 
explain its weirdness in full, so I'll just say it's as if someone 



urrent D4t« | M»n ?9 M 
BaUmr I f7.o60.000 
t tn4Uh I Sat 17 Auq 


•HE -'9^ A2L -*5 


INCOME 

M«r<.haiidis(* 

Player sale?. 


TV/Radiu rights 
Third party 


^ OUTCOINC.S 

fO ’ Waye-k 
fO Meri.haridise 

fO Player purthaike 
fO I oari paymnrilv 

fO Pitch Maim 

100 ' Stadium Maim 

fO Building Cosl.\ 




(Above) The part all true fans live for in a game 
- the finance screens. 




(Above) No expense has been spared on the pre-match 
presentation screen. (Left) A series of in-match grabs in 
which anything could be happening, really. 

O- 












thought: "Right, that would be the convenient and obvious 
way to select a team. Now, how would Edward de Bono 
turn it into a puzzle?" Some of the positions are also really 
weirdly placed. The whole thing takes a while to get used 
to, especially if you're accustomed to any of the other footie 
management games that are more intuitive (ie all of them). 

Innovative feature shock 

Actually, I apologise. I have noticed one feature that's absent in 
other games - you can see on a drop-down menu how players 
rate in various positions. Darren Anderton, for example, rates 
78 as an attacking mid-fielder, 50 as a central defender and 82 
in a free role. (Or 100 in a hospital test-case role.) Steady now. 

You can give up to three individual instructions to a player, 
such as shoot on sight, run with ball, long ball game or 
crossing game (isn't that what children do on railway lines?), 
but you can select what would appear to be contradictory 
instructions - your central defender could be playing a 
possession, long ball and passing game at the same time. A 
bit odd, really - and you can't give them to squad members in 
advance, just those on the pitch. (While we're on the subject, 
they seem to have 'orders' and 'style' mixed up. To me, 'style' 
means the way the team plays, while 'orders' suggests 
individual instructions - but here it's the other way round.) 

Big number theory « 

On the stats front, EA have gone completely over the top. 
They obviously want to sell the game in America (hence you 
'borrow' players instead of loaning them), so presumably they 


the football management 
equivalent of premature ejaculation. 


99 


O 


o 



feel they have to pander to the national obsession. And that 
means 13 basic stats with 16 sub-stats. For example, the skill 
rating breaks down into individual shooting, passing, heading, 
control and dribbling ratings. I wouldn't mind, but for all EA's 
claims, I didn't really feel convinced that these stats were 
being played out as I watched a match. 

They've nicked the training schedule thing from USM2. 

It's a simplified version (you deal in whole days, rather than 
parts of a day), and without an assistant to help if you get 
bogged down, it can be a bit dull. But again, the weird button; 


88 


ZOHE 5*1 September 1997 

























■mKsniig 


, . " ’Current Date 

Mon 29 Jui 

facilitiasiwnu 


Balance 

£7.000.000 

' 

W'": - 

Next match 

Sat 17 Aug 


Liverpool > vs Oxford U 



STADIUM 

^ ^ AcL 


View Stadium 

Duration 

S weeks 


j Roof 

Quantity 

1 

-J 


► Per Roof 

£0 



► Per Stand 

£28.000 



Sub-total 

£28.000 

> BuUd 

Expand 

Buy Land 

rj Stand 

IFfT* Build 

Demolition 

Build 

Discount 

Total 

£6,000 

£34,000 

0% 

£34,000 


- ** ^ 

AiL 







squad menus 

' '"'Pi 

Current Date Mon 29 iul 

Balance £7,000,000 



Next match Sat 17 Aug 

" liverpool vs Oxford U 


SQUAD ANALYSIS 


AcL 


0 ' 


CK 13 P Whitehead 

72 ' 


IB 3 MFord 


N ^ 

CD 4 M Elliot 



CD 10 D Purse 

*72 


RB 2 L Robinson 

76 


DM 18 D Smith 

ee. 


IM 15 1 Beauchamp 



RM 25 M Cray 



AM 22 M Angel 

y 1 ^ 


FOR 23 N lemson 

80 M M 

J, y \ i 

FOR 16 M Aldridc^ 

76 • ^ 

► Clear 


•i-.- 
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(Above, from top) The results screen; two team selection 
screens showing the icon-based in-game navigation 
system in all its glory; and perhaps the most visually 
splendid of all, the initial team choice screen. You can 
take your sunglasses off now and look away (but make 
sure you do that in the right order). 

--O 


has been pushed. Among training titles such as heading, 
passing, zonal defence, tackling etc is 'exercise'. Anyway, there 
are different ways to train your players - click on Position and 
it will automatically fill in the selected training regime for 
the whole week; click on a day and it gives that training to 
everyone for that day; or if you have nothing better to do, 
click on the selected training speciality and alter each one 
individually by day. But it doesn't really feel like a worthwhile 
pursuit - especially if you play the instant result version. 


The match 



.There are two ways to play a match - you can either watch 
it being played out at one of two speeds on an isometric 
pitch by piddly little pin-men, or you can see an instantly 
generated scoreline . Also, I've played through seasons both 
ways and the scores seen when watching the match are 
consistently higher than when you just see a result. Calculated 
scores against Newcastle were of the 2-0, 2-1 variety, whereas 
the match results were 7-2, 8-3 and so on. Something's 

wrong somewhere. And nor is there any 
sense that subtle computations affect 
calculated matches. It's like the 
football management equivalent 
of premature ejaculation - all 
over far too quickly and you're 
left feeling vaguely unsatisfied. 
Overall, it's a lacklustre effort 
- team selection is fiddly and 
annoying. 




CUPS 




SHE 


CK 13 P Whitehead 
LB 3 MFord 
CO 4 M EBiot 
CD 10 0 Purse 
RB 2 L Robinson 
DM 18 D Smith 
LM IS J Beauchamp 


I 


AM 22 M Angel 
FOR 23 N lemson 
FOR 16 M Aldri dge 


\: 


Shoot on sight 
Crossing game 
Long ball game 
Passing game 
Run into space 
Run with ball 
Possession game 


Current Date Mon 29 Jul 
Balance £7,000.000 

Next match Sat 17 Aug 


CMKI 


<%> 









taamchoicamenu ^ 



Aston Villa 

Barnet 

Barnsley ^ 

Birmingham C 

Blackburn 

Blackpool 

Bolton 

Bournemouth 

Bradford C 

Brentford 

Brighton & HA 

Bristol C 

Bristol R 

Burnley 

Bury 

Cambridge U 

Cardiff C 

Carlisle U 

Charlton A 

Chelsea 

Chester C 

Chesterfield 

Colchester U 

Coventry 

Crewe 

Crystal P 

Darlington 

Derby C 

Doncaster R 

Everton 

_ Exeter C 

Fulham 

Gillingham 

Crknsby T 

Hartlepool U 

Hereford U 

Huddersfield T 

HullC 

Ipswich T 

Leeds 

Leicester C 

Lincoln C 

Liverpool 

▼ 

Luton T 





there's nothing to make you feel that this is real-life football 
and it uses an icon-based control system that's right out of 
the days of the Amiga. Considering that this is a new entry 
into the market from a major software house, FIFA Soccer 
Manager doesn't offer anything that you can't get with any 
of the other big three management games - and they're 
better put together and more fun to play. I can't think of a 
single reason why you should spend hard-earned money on 
this instead of any other management game. 0 



As you can see from our award¬ 
winning election night-style 
chart. Championship Manager 2 
is still rated most highly of all 
football management games, 
followed by some others. Bear 
in mind when you look at this 
that CM2 shows every sign of 
getting even better in the near 
future. We’re so excited at the 
prospect that we have to wear 
cricket boxes if we want to 
stand up straight. 

Championship Manager 2 

Premier Manager 3 

Ultimate Soccer Manager 2 


FIFA Soccer Manager 



Memory: 16Mb 
Processor: Pentium 


Graphics: SVGA/VGA 
Sound: All major sound cards 
Controls: Mouse/keyboard 




Price: £39.99 


Release date: Out now 


Publisher: Electronic Arts 


Telephone: 01753 549442 
Website: http://www.easports.com 


There’s nothing here we 
haven’t seen in any other 
football management game. 
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The Teeble Tiles 



Is the trusty old point-and-click 
adventure dead? Welcome to 
the new school of old school, 
with your ever-genial host, 
Steve Hill. 

AVING PREVIOUSLY ESTABLISHED ITSELF 
as one of the mainstays of PC gaming, 
the traditional point-and-click adventure 
is rapidly becoming something of an 
endangered species. Doyens of the genre, 
Adventure Soft, have been rather quiet since the 
release of their two Simon The Sorcerer titles, games 
that almost hark back to a more innocent era, when 
people were just as happy to use their mouse to point- 
and click as fire and strafe. 

So, with a blue moon looming, we are presented with 
The Feeble Files, a name that immediately asks for trouble 
from unimaginative reviewers. To all intents and purposes, 
it's your standard point-and-click affair, but the programmers 
have obviously got hold of a fancy graphics package and 
are determined to tell the world about it. While not quite 
mooting a return to the days of 'North', 'South' 'East', 

'West', 'Talk to Gandalf, there comes a point when this is 
nothing more than just showing off, as demonstrated by 
the interminable intro sequence, replete with all manner 
of graphical trickery intended to whet the appetite for 
what is to follow. 

Meet The Peebles 

Of course, adventure games have to have a plot, and so here's 
a brief outline of what you can expect. Feeble is an alien 
of the typical green-skinned, bog-eyed cartoonish variety. 
Feeble by name etc, he stumbles into mither en route from 
blemishing planet Earth with some crop circles (there's 
nothing like being topical, but this kind of tedious Young 


I (Above) A selection of scenes from 
the graphically sumptuous, highly 
polished Feeble Files. Shame that 
I it's very boring and deeply unfunny. 


Farmers'jape falls flat on its backside). Following a collision 
with the Voyager II probe. Feeble finds himself banged 
up in the slammer where he meets token love interest 
Delores. Delores is a revolutionary intent on overthrowing 
the OmniBrain, a W/zorcf Of Oz-style all-seeing, all-knowing 
mass intelligence that lords it over society, keeping the 
population subdued with a selection of 'happy pills'. The 
inevitable high-jinks ensue. 


'The Feeble Files is heavily 
referential, doffing its cap at 
several icons of popular culture. 
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I It's like that great bar scene in Star 
Wars. That's never been done before. 


O 


It’s culture, innit 

As is par for the course. The Feeble Files is heavily referential, 
doffing its cap at several icons of popular culture, particularly 
those of a cinematic persuasion. The Star Wars bar scene 
is resurrected once again, there's a passable James Bond 
pastiche, and even John Carpenter's semi-classic TheyLive!\s 
heavily aspired to. Whereas it can occasionally be interesting 
to spot the influences, this kind of Tarantino-esque pilfering 
by no means guarantees a good game. Ultimately, all it really 
means is that those responsible have watched a lot of films 
and are short on original ideas. 

Predictably, the game is packed with zany humour, and 
is probably what marketing paraphernalia would describe 
as 'a riot', albeit without the violence, fear, disorientated 
policemen and distressed horses. Despite its loud claims of 
hilarity, in all the time that The Feeble Files was on heavy 
rotation in the PC Zone gaming arena, not a single person 
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Screen test 

The interface is much of a muchness, 
the right-mouse button looping through 
the various options, although having the 
inventory on a separate screen is a little 
irksome. The sub-C/ysto//Woze-style puzzles that 
pop up here and there are largely mind-numbing 
trial and error affairs, and there is also the odd annoying 

pseudo-arcade section. In the main though, 
it follows the standard pattern of 
wandering around in frustration 
attempting improbable leaps of 
logic. An adventure game should 
constantly keep you on your toes, 
with a firm idea of your 
objectives and some kind 
of gameplan towards 
achieving them. You 
should be genuinely 
pleased to stumble 
across a cut-scene, 
listening intently 
for further clues. In 
Feeble, these are 
ten a penny and 
virtually all unwatchable 
snippets decorated by that 
painful generic 'comedy' 
voice (try and imagine a 
more confident Mr Bean). 

In its defence, the game 
is pretty big (occupying 
four CDs, count 'em) and 
some people will inevitably 
play this game until the very end, but with 
Monkey Island 3 r]o\N imminent, fans of the genre who hark 
back to the days when adventure games left you feeling 
warm inside, should perhaps wait a little longer. 0 


managed the faintest of smirks, the stock 
reaction being one of dismay, boredom and even 
a modicum of sympathy for your embittered reviewer. 

Comedy and science fiction are not always the most 
comfortable of bedfellows, although Red Dwarf fdns would 
obviously disagree. Said enthusiasts may be thrilled to 
learn that the lead character is voiced by none other than 
Robert Llewellyn, aka Kryten from the aforementioned 
series. Whatever the actor's other merits, here 
he adopts the worst kind of lame non¬ 
descript tum-te-tum accent imaginable, 
which rather than adding an identifiable 
dimension to the character simply 
makes you want to play in traffic. 

The supplementary voices are 
of a similar ilk and it's all a bit 
Spitting Image - which isn't 
really surprising as it was 
this series that kept many 
of the voice actors in gainful 
employment. This kind of 
sixth-form humour may 
have raised a chuckle in 
1983, but in an age where 
even irony is ironic and 
cynics are becoming 
cynical about cynicism, 
simply saying "crap" or 
"directive 742" in a 
'funny' voice no longer 
cuts the m-m-mustard. 


(Above) Delores has unfortunately 
been turned into a squid. (Centre) 
His name is Feeble and his gait is 
strange. (Right) Some other stuff. 


Having failed to acquire the licence for The Beastie 
Boys' exemplary Sabotage to accompany the intro, 
Adventuresoft have settled for 102nd best and 
come up with the long-forgotten Def Con One by 
the thankfully now disbanded Pop Will Eat Itself 
(although worrying rumours do persist). For those 
who managed to bypass the 'career' of these 
Brummie soap dodgers, PWEI were the kind of 
mediocre oxygen thieves that clueless first-year 
students would 'mosh' to while wearing in their 
first pair of Doc Martens and drinking watered- 
down piss masquerading as beer. Also see: Ned's 
^ Atomic Dustbin, The Wonder Stuft Jesus Jones, 

Carter The (stih app^N’entty) Unstoppable Sex 




(Above) Unfortunately, a game of noughts and crosses is 
able to hold the attention for longer than The Feeble Files. 


O 



At the risk of being labelled 
a Luddite, when it comes to 
adventure games there’s often 
more value to be had in ‘kickin’ it 
old-school.’ Superfluous visceral 
enhancements can sometimes 
obscure the gameplay and 3D 
graphics often make it difficult 
to spot exits or relevant objects. 
In The Feeble Files, many of the 
cut-scenes seem to have been 
included purely for the sake of 
it and add nothing to the game, 
detracting from the action. And 
none of us wants that. 


The Feeble Files 
Monkey Island 1 & 2 


Simon The Sorcerer 1 & 2 


Discworld 1 & 2 




Memory: 16Mb 


Processor: Pentium 75 
Graphics: SVGA 
Sound: All major sound cards 
Controls: Mouse 



Release date: August 


Publisher: Adventure Soft 


Telephone: 0121 308 8900 


Website: www.adventuresoft.com 
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Conquest Eartn 


(Top left) Rockets can be launched with the right 
equipment in order to deploy satellites. These let 
you zoom in and out of the screen, check on weather 
conditions and fire defence lasers. (Bottom left) Part of 
the human player's job is to build and protect a base 
camp. (Bottom right) Okay, now that's Just cheating. 

-O 


It’s Tuesday. It’s a Command 
& Conquer clone. It must be 
Paul Presley. 

© rs ALL 'ALIENS INVADING THE EARTH' 
at the moment, isn't it? Independence 
Day, Mars Attacks!, Dark Skies, Grant 
from EastEnders. Every time you turn 
around there's some sort of alien invasion 
storyline going on. The BBC are even putting together a 
home-grown sci-fi series called Invasion Earth - which 
just goes to show how popular this stuff is. The BBC 
never make home-grown sci-fi. Except Bugs. Oh, and 
Crime Traveller. And they were both crap. 

Conquest Earth is testimony to the fact that even 
the humble computer game isn't safe from other worldly 
plans. Remember that probe NASA sent into Jupiter a while 
ago? Apparently it killed a few native Jovians on the way 
in and now they've decided to pay us back in the only way 
they know how: killing all of us and taking over the Earth. 

Conquest Earth is all about said invasion. The difference 
being that you don't have to play as the Earthlings, 


defending the planet. If you've 
ever harboured deep-rooted 
megalomaniacal desires to conquer 
all that you can see, the game lets 
you act them out by taking the part 
of the Jovian invasion force. 

There are also two ways of playing each side: 
arcade mode or strategy mode. The former is simply 
a sequential list of ground missions, each progressively 
harder than before. The latter is a more involving campaign 
game. On the human side you have to monitor the globe, 
allocating resources to different cities, building up troops 
and conducting research, all the while predicting where the 
aliens will strike next. When an attack is detected, you send 
troops to that location and carry out the attack as before. 

On the alien side you have to do much the same, except 
instead of building up defences, you have to search for 
large deposits of sulphur, try to conquer territories that will 
aid your cause and gradually take over the planet. 


I’ve already looked at the score... 

So what is my problem with Conquest Earth?For a start the 
troops are dumb. They behave stupidly despite their so-called 
high artificial intelligence. The ability to give different kinds 
of orders to them is great, but seeing a bunch of troops just 
standing around getting shot without moving or returning fire 
simply because the enemy is out of their 'range' is infuriating. 
It's a game of contrasts. Lots of good ideas outweighing lots 
of bad realities. The concept of planning strategies that the 
game allows is great. But having said that, the inability to 
easily carry out said strategies because of a 'fiddly' control 
interface is bad. 

What I want from an artificial intelligence 
routine in a strategy game is to have 
troops that know how to defend 
themselves. Knowing they are 
being fired upon is one 
thing, getting out of 
the way of the 
bullets is 
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something else. Conquest Earth is by no means 
the only game to suffer from this hiccup; 
certainly most CftC-style games don’t 
seem to have overcome it either. It's 
just unfortunate that Conquest Earth 
highlights this problem for all to 
see. When one of my soldiers starts 
getting fired upon he's smart enough 
to be able to return fire (providing 
the enemy is within range), but Just 
standing in the open shooting back isn't 
enough. I want him to take cover behind a 
rock or tree, to hit the deck or to try and get 
out of the enemy's range. 

Is it fair to lambaste the game simply because it 
suffers the same faults as every other game? Maybe not, 
but the point is these are faults that desperately need to be 
rectified before the games in this genre can really start to 
grow beyond bei^g CftC clones with different graphics. 

As I said. Conquest Earth does have some nice ideas: the 
waypoints, the order types and the ability to play the game 
in essentially four different ways. I'm also pleased to say 
that the difference between playing on one side or the 
other is more than just a cosmetic one. There aren't a lot of 


a pity it doesn*t 
I stand out from the 
crowd of C&C ciones. 



A bad day at the Teddy Bear's picnic. 

O- 
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It's a cross between the complexity of Red 
Alert and the simplicity of Cannon Fodder 
(Good, you're back on more familiar 
territory now - Ed.), while not quite 
achieving the sheer playability of either. 
I'm not saying it's a bad game. It isn't. 

On some levels (mental, not in-game), it's 
quite playable and there is a sort of urge 
to stick with it that takes you over after a 
while, if only because the presentation is so 
nice. It's just a pity that it doesn't do anything 
to stand out from the crowd of CEtC clones that are 
currently engulfing our lives like an army of unoriginality. It's a 
co-star in the strategy genre's life story. A possible nomination 
for 'Best Supporting Role', but unlikely to win. 

The 'strategy' levels (or campaign mode) do give the game 
an interesting twist, but there's nothing you haven't really 
seen outside of any decent resource-management game. Lots 
of R&:D to develop new troops, lots of allocation of forces, 
lots of construction orders for different cities. The use of 
satellites on the human side is interesting - charting wind 
patterns, firing SDI lasers and so on. Another example of the 
game's overwhelming desire to please with nice ideas. In 
fact, I can't remember the last time I played a game that was 
so eager to be liked. The team at Data Design are certainly 
an enthusiastic bunch of people and that enthusiasm is very 
apparent in the game. Which is perhaps why you do get the 
urge to stay with it, despite the faults. 


differences when you get right down to the bare bones of 
the gameplay, but the alien player does have a few extra 
abilities to toy with - morphing, silicon mining. Predator-style 
invisibility etc - that make things just different enough to 
be worthwhile. 

Time to get poncey 

There's a kind of internal dichotomy taking place with Conquest 
Earth. One side of it, the inner side, wants to say, "Look, I'm 
strategic. I have lots to offer the thinking player. I'm deep." 

But there's the outer surface that seems to scream, "Action! 
Action! Action! Guns, explosions, bombs, aliens, attack! Keep 
click, click, clicking that mouse button for your Pavlovian 
rewards." (I think you're starting to lose your audience - Ed.) 


# The worst part of my job 

But sadly those faults are there and it's for that reason 
that the game hasn’t achieved a higher score. It's fiddly. The 
troops are fairly dumb. It can't decide what it wants to be. 

I feel like I’m stabbing a friendly relative in the back, but I 
have no choice. It's good, but... 

I would offer this piece of advice to anyone who does 
have a similar game still in the pipeline, though. The best 
games, the games that have truly stood out throughout the 
short period of time that gaming history has taken up, have 
been those games that didn't look at their rivals to see 
what they should be doing - only better - but those games 
that have said, "We're doing things our way. It may not be 
the way everyone else does it, but we're doing it anyway." 
When someone designs an Al routine that follows that 
advice, then we'll have an Oscar winner. o 



(Top left) Helicopters add a new dimension to the game, especially because you can control them manually. (Bottom left) The 
viewports at the side of the screen allow you to monitor the action in different parts of the landscape while you take care 
of business in the main window. (Above right) The alien console is very organic and very slimy. The kids will love it. 


0 




If you were to line up Conquest 
Earth and Red Alert in a field 
and tell them to have a fight. 
Red Alert would be the easy 
victor. It has a more fluid system 
of controls, more hardware and 
an altogether ‘tougher’ image. 

If you were to line up Conquest 
Earth and Cannon fodder in a 
field and tell them to have a 
fight. Cannon fodder would 
probably come out on top in 
the end, but it would be a 
really close fight. 

Conquest Earth 

Cannon Fodder 


Red Alert 






Memory: 16Mb 
Processor: P90 


Graphics: VGA/SVGA 


Sound: All major cards 


Controls: Mouse, keyboard 





Conquest Earth isn’t a bad 
game, it really isn’t. It just 
doesn’t stand out from 
the crowd. 



Price: €39.99 


Release date: Out now 


Publisher: EIDOS Interactive 


Telephone: 0181 780 2222 


Website: www.eidosinteractive.com 
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Age Of Empires 
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(Below) Age Of Empires has a rather unique deathmatch mode, in which 
each participant is given hundreds of units and left to the nasty business 
of kicking the living shit out of each other. Fantastic. 


Chris Anderson finally tore 
himself away from XCOM 3 
to review Age Of Empires^ 
Microsoft’s new strategy 
game. He is now a very 
confused soul indeed, torn 
betwixt two absolute gems 
of strategic excellence. It’s 
a hard life, isn’t it. 

'M GOING TO MAKE A STARTLING 
confession here which won't win me any 
friends in the strategy gaming community 
(Oh dear, I don't like the sound of that - 
Ed.). Civilization 2 was, to all intents and 
purposes, basically Civilization 1 in SVGA. At least it was 
in my humble opinion. I know a lot of you will disagree 
strongly with me on this one, and I fully expect to receive 
tons of hate-mail, but I expected a hell of a lot more from 
the sequel to one of the finest strategy games of all time. 

For instance, there's still hasn't been any effort made to 
properly animate the soldiers and units in the game. In my 
opinion, this is totally unacceptable, especially when games 
such as Sett/ers 2 and Red Alert have at least attempted to 
produce units that moved realistically around the screen. 

You could probably argue that Civilization is more geared 
towards the strategy side of things, so it doesn't need to be 
so realistic graphically. Well, that argument may have held 
up a few years ago, but given the technology available to 
the C/V2 team in 1996 (which was when the game was 
released), I don't see why we shouldn't expect C/V2 to be 
as impressive graphically as it is in terms of gameplay. As it 
happens, there are a few people around who seem to agree 
with me. Enter Ensemble studios with Age Of Empires. 

Civ revisited 

In many respects. Age Of Empires is the game I thought 
Civilization 2 was going to be. Take a look at the screenshots 
and try to imagine what these highly detailed sprites look 
like when they're moving. Take it from me - it looks drop- 
dead gorgeous. I don't think I've ever seen a strategy game 
that looked anywhere near this good. In fact, the first time 
I saw Empires I had pretty much convinced myself that 
any game that looked this hot couldn't possibly deliver the 
goods in terms of gameplay. This completely negative and 
irrational reaction was spawned from the fact that as a 


games reviewer. I've pretty much more or less come to expect 
addictive gameplay from games that don't look particularly 
exciting (C/V2 or XCOM, for example), or stunning graphics 
for games that play like shit (hundreds of games from French 
developers, for example). 

Age Of Empires has it all - stunning graphics, meticulous 
attention to detail and incredibly addictive gameplay. 
Speaking of gameplay, any of you who are at all familiar 
with C/Vor any of the other strategic explore 'em ups will 
immediately feel at home with Age Of Empires. 

At the beginning of the game, you choose one of 12 tribes 
which you'll control throughout the game. Areas you haven't 
explored appear as black areas on the map (it's the whole 


**Agc Of Empires has it all — stunning 
graphics, meticulous attention to detail 
and incredibly addictive gameplay. ** 


map at this point). You'll have two or three villagers to carry 
out your orders and you'll probably want to start the ball 
rolling by a) building some houses so you can accommodate 
more units, b) sending one of your men out to gather food, 
and c) sending the last guy out to explore the surrounding 
area. So far then, all fairly standard stuff for this type of 
game, as I'm sure you'll agree. 

As you progress from here, you'll find yourself wandering 


Age Of Empires is more accessible to new gamers than the Civilization games. But Civ 1 and 
2 have much more depth than Empires. Imagine what could be achieved if the complexity of 
Civ was combined with the friendly Interface and gorgeous graphics of Empires. Now that 
would be a strategy game to die for. The race is on then. Can MIcroProse come up with the 
goods for Civ 31 Or will Ensemble pip them at the post with Age Of Empires 27 Oooh! It's 
all so exciting, isn't It? {No, not really - Reality Ed.). 
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Build yourself a temple and you'll be able to make a priest. Unlike other games of this type, priests don't 
wander round the place chucking spells at people - they do far more useful things, such as converting enemy 
units to your cause. If you're clever, you can 'steal' lots of enemy units this way. Make sure your priest always 
has a heavily-armed escort though, as they're extremely vulnerable to enemy attack. 


gorgeous graphics and looking at all your little men go 
about their business with a growing sense of pride and a 
nice, warm tingly feeling inside. Until, that is, you meet 
the enemy. And when that happens... 

Ohhhh shit 

When you do run into your computer adversaries, you'll 
soon discover a few things. For example, you'll find out 
how technologically advanced your opponents are. Unless 
you're playing the game at nonce difficulty level, there's 
a good chance they'll either be as advanced as you are, if 
not even more so. 

Advancements are made over four Ages - Stone, Tool, 
Bronze and Iron. So if, for instance, you're still on Stone 
Age, and one or more of your enemies have advanced to 
Tool Age, you're stuffed. They'll have better weapons. They'll 
have better units. Their buildings will be more sophisticated 
than yours and they'll be researching better stuff than you. 
At this point, you'd better act fast and get to the next age 
pronto or as soon as you're attacked you'll be history. 

And so endeth the first lesson. This is the sort of scenario 
most of you will encounter the first time you play the game. 
You'll have to spend a few hours getting to know it before 
you'll be able to find the fastest routes to each main 
advance and what you should be researching first 
to get to the weapons and buildings that suit 
your style of play best. But then this is the 
sort of thing that gets people hooked in 
the first place. And hooked you will be. I 
was lucky enough to get an early build of 
Empires before I received the copy under 
review here, and as a result I've been 
playing the thing non-stop for about a 
month. I've got to admit it's refreshing to 
find a game that's so strong in single-player 
mode - not that I've got anything against 
multi-play, you understand, it's just that a lot of 
software publishers are using the strength of their 
multi-player mode as an excuse for the weakness of their 
games in single-player mode. Age Of Empires, needless to 
say, triumphs in both departments. With the exception of 
XC0M3, this is the best game I've played in a year and a 
half. Strategy fans, invest in this game among games. I can 
guarantee you won't be disappointed. 0 



further into well-charted strategy game 
territory by building a barracks in which to 
train military units, sending men out to collect gold 
and ore, sending scouts out to explore as much of the map 
as possible and building new structures which allow you to 
upgrade all the stuff you've built in the game so far. 

You'll be feeling pretty pleased with yourself at this 
stage. You'll be very confident. You'll be marvelling at the 
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The single-player version of Age Of Empires is a 
fantastic game in itself and is more than enough to 
justify the asking price, but If you're lucky and have 
access to a modem or network, you're in for a rather 
special multi-player experience. You can play against 
your mates in the obvious way (take your places on 
the map, build things and then kick the shit out of 
each other). But there are other, far more interesting 
ways to multi-play Age Of Empires. Co-operative 
play, for example, is one of the highlights of the 
multi-player game. Get eight people hooked up to a 
network, split them into two teams of four, place all 
the players randomly on the map and hit the Start 


button. What then ensues is an absolutely frenzied 
scramble for food and resources as each team 
attempts to get to the next technology level before 
their opponents. Team members can swap resources 
and summon help from their team-mates 
If they're being attacked by the enemy. There's also 
a deathmatch mode in which each player is given 
shit-loads of units, placed in the battle area and left 
to slug it out until one of them ceases to exist. Truly 
then, whether you're playing this game on your own 
or you've got a modem, or if you've just bought 
yourself a brand new network for your home (Yeah, 
right - Ed.), Empires has something for everyone. 


Although I have to admit to 
favouring Age Of Empires over 
Civilization 2, some of you may 
prefer the depth and complexity 
offered by Civ 2. Having said 
that, if you’re into strategy 
games, you’ll probably have 
a whale of a time with both 
titles. And of course, let’s not 
forget XCOM 3, which in my 
mind still has no equals. But 
then XCOM 3 has a very heavy 
resource management aspect, 
which you won’t get from the 
other two. We’re all spoilt for 
choice, basically, which can 
only be a good thing. 

Age Of Empires 

XCOM 3 

Civilization 2 


Memory: 8Mb (16Mb recommended) 
Processor: P60 or above 
Graphics: SVGA 
Sound: All major sound cards 
Controls: Mouse 



Utterly brilliant. 



oU 



Price: £34.99 
Release date: October 
Publisher: Microsoft 
Telephone: 0345 002000 
Website: www.microsoft.com 
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Tennis Elbow 



Patrick McCarthy got tennis 
elbow once. He was 11 and 
he*d been watching Jenny 
Agutter in Walkabout. 

© T HAPPENS EVERY TIME, DOESN'T IT? 

You never get one game in a single genre 
appearing on its own. Only last month, a 
tennis game arrived in the office. Now, a 
few scant days later as I write, another one 
plops into my lap like a spoonful of gravy in an exclusive 
restaurant. (Except that, unlike the gravy, it doesn't get 
my crotch hot.) I'm sure that if a budgerigar-smothering 
simulation were to arrive next month, there'd be another 
one a few days later. Call it coincidence, but I'm utterly 
convinced there's a bit of 'looking over somebody else's 
shoulder' stuff going on here. Blatant copying - the 
likes of which should be punished by a steel ruler over 
the knuckles, as in days of yore. I don't think it's going 
too far to ask for detentions to be handed out. 

Facts time 

Anyway, as you've probably surmised, the hilariously-named 
Tennis Elbow is yet another tennis game. Unfortunately, it 
arrived a little too late. If we'd seen it before last month's 
review of Pete Sampras Tennis 97, we might have been more 
accepting - purely because there wouldn't have been any 
decent tennis games around. Now it suffers by comparison. 

Accentuate the positive 

It has plenty of gameplay options, including tournament 
or one-off matches, different playing surfaces (although 
they don't seem to affect the bounce of the ball in any way). 



singles or doubles play, along with the mysterious (but 
interesting-sounding) 'dirty down' or 'dirty up', with up 
to four human players where applicable. You can even do 
a Terry Thomas in School For Scoundrels and choose not to 
change ends between games. The fact that you have to 
create a player, adding points to his abilities in line with 
improved performance in tournaments, is also nice. You 
can change almost everything about them, including 
the colour of their outfits (thankfully, you must play in 
predominantly white - there's no Satanic-coloured shirt 
nonsense here), their skin colour and whether they're right- 
or left-handed. About the only things you can't select are 
their sexual orientation and their choice of on-court high 
energy drink. Oh, and you can't be a woman - but that's 
all right because women's tennis is shite anyway. (Cue 
masturbatory letters in praise of Anna Kournikova.) 

Control freaks 

The main problem is the fact that it's more difficult than 
it should be to play the thing. For example, the sideways 
movement is unhelpful, to say the least. You pick up speed 
and you can't stop or change direction without a delay. 

This happens whatever controller you use and means you 
over-run shots and miss what should be easy returns. It also 
has an idiosyncratic control system comprising direction/ 
button combinations that aren't as intuitive as they might 
be (Button 2 + Up for slice, and Button 1 + Button 2 + Up 
for a lob, for example), and a lack of aftertouch. 

The sound effects are ludicrously exaggerated, the umpire 
has clearly borrowed Stephen Hawking's voice synthesiser 
and... oh, it's all too tedious to go into. Look, just go out 
and get Pete Sampras Tennis instead, alright? 0 



(Left) I put my court in the wash with my jeans and look what happened. (Middle) Clay: the surface for Spaniards 
(and bow-legged players generally). (Right) Look at that ponce (®Max Power magazine). 

O- 
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Okay, Tennis Elbow is pretty 
fast, it plays alright and makes 
for pretty good entertainment 
in two-player mode, and if it 
had been released a few months 
ago then it would no doubt have 
faired a bit better. But, in case 
you weren’t listening. I’ll say it 
again. IT’S - NOT - AS - GOOD 
-AS - PETE - SAMPRAS. There. 
Be told, will you? 

Pete Sampras Tennis 97 


Tennis Elbow 
Housemaid’s Knee 


^^Haemorrhoids 



Memory: 8Mb 

Processor: DX/266 

Graphics: SVGA 

Sound: All major sound cards 

Controls: Keyboard, joystick, mouse 

Note: Can be played without 

installation. 



It’s cheap. And it’s alright. 
But Pete Sampras Tennis 
is more alright. 



Price: £19.95 
Release date: Out now 


Publisher: Goto Informatique 
Telephone: 00 33 320 665500 
Website: httD://www.aoto.fr/ 
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The only other comparable game 
is Microsoft’s Monster Truck 
Madness, which was okay over a 
network, but a bit lame in one- 
player mode. Even the similar 
Big Red Racing had more variety, 
but Hardcore 4x4 fails to cut it 
on both counts. 

Hardcore 4x4 

Big Red Racing 

Monster Truck Madness 


Memory: 16Mb (32Mb recommended) 
Processor: Pi 20 (PI 66 recommended) 
Graphics: SVGA (DirectX 3.0) 
Sound: All major sound cards with 
DirectX 3.0 

Controls: Keyboard, Joypad, joystick 
Note: Despite the high minimum 
spec, you'll need a 3D accelerator 
card to get an acceptable frame rate 
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Price: £tbc 
Release date: July 
Publisher: Gremlin Interactive 
Telephone: 0114 275 3423 
Website: www.gremlin.com 


Hardcore 4x4 
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hardcore - you know the 
score. So does Steve Mill. 
Because he wrote it. 

© ARDCORE 4X4 MAY SOUND LIKE THE 
title of one of the specialist videos 
favoured by news editor Mallo (the 
man who had a well-thumbed copy 
of 'Fist Felching Fun' confiscated at 
Fleathrow Airport. Top tip: don't chew gum 
at Customs). But it isn't. It's an off-road 
racing game - and it isn't very good. 

The basic premise is as follows: 
you drive a ludicrously proportioned 
'monster truck’ round a variety 
of rugged courses in a vague 
semblance of a race that 
incorporates championships, time 
trials and so forth, furnished with 
all the multi-player options you could 
realistically ask for. It even throws in 
an old-school split-screen mode. Which 
is all well and good - until you actually 
start playing it. Although not officially 3D 
accelerator-only, it might as well be, as it crawls on 
anything other than a shit-hot machine. Naturally this 
isn’t a problem in the white-hot crucible of technology that 
is the PC Zone gaming arena, but the average prole should 
prepare themselves for a struggle. 

Even with a 3Dfx card, it’s still a cumbersome experience. 
The tracks are woefully ill-defined, so if you do happen to 
take the lead, it’s an effort to see where you’re supposed to 
be going - the best option is to follow another truck, which 


(Above) Witness a real monster 
mash as the trucks pile up on the 
rather rugged and rubbish 'tracks'. 

O- 

pretty much defeats the object of a race. 
Furthermore, the design of the various 
courses is wholly unsuitable for vehicles 
of this type, as whatever fluency there is 
is hampered by superfluous obstacles that 
would be more appropriate for competitors in 
■Junior Kickstart'. Each race inevitably deteriorates into 
bouncing stupidly all over the screen, openly flouting the 
laws of physics and trying not to crash. Okay, so it’s difficult 
and challenging, but then so is nailing your cock to the 
ceiling. It doesn't necessarily follow that it's something 
you’d want to do on a regular basis, let alone lay out good 
money for the privilege. 


Half-arsed 

The obligatory frills don’t really help either. For starters, just 
take the soundtrack - it threatens a bit of skate-punk, but 
soon slips into generic rock dirge. The commentary consists 
of a patronising American spouting unnecessary remarks 
such as "No mercy!" and "It’s getting pretty wild out there!’’, 
which rather than adding to the atmosphere serves only to 
make you want to twist your brain out. Some fairly lame 
weather effects are thrown in for the sake of it, and there’s 
also the option to race at night, which simply means that 
the sky goes black and some half-arsed lighting effects are 
brought into play. 

All this could be forgiven if there was a decent race to 
be had, but there is never any sensation of speed or control, 
and the whole experience is extremely leaden. Anyway, even 
if this were a decent simulation, monster trucks are crap. 

If they have any place in modern society, it’s at moronic 
’Truckosaurus’ shows, the preserve of the middle-American 

white trash family 

__ Mm ^ outing. They have no 

MBr B business on my PC 
- and I for one do 
not want this game 
in my life. Q 
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BATTLEGROUND 6: 
ANTIETAM 

The Battlegroundgamts need little 
in the way of introduction - they're 
turn-based wargames with gorgeous 
3D graphics and tremendous sound effects. Once 
you've got used to the slightly odd interface, you’ll 
find yourself in PC wargame heaven. 

When Shiloh was released, I was hoping to see 
the remarkable close-up views of Battleground 
Waterloo ported over to the Civil War engine, 
alongside one or two of the better combat features 
such as skirmishers. But it wasn't to be - the two 
new titles, Antietam and Bull Run, are precious 
little different to Gettysburg or Shiloh. 

However, Antietam sWbes straight into pole 
position courtesy of loads of options for the solo 
gamer. In brief, Antietam saw a huge Union army 
led by a timid commander, McClellan, and a vastly 
outnumbered Rebel army led by Robert E Lee. The 


full historical scenario is frustrating enough as 
Union troops are only released piecemeal into the 
fray. The alternative scenarios offer all kinds of 
options - try playing the Rebel side against the 
advancing tidal wave of blue jackets, or the Union 
side without McClellan's lethargic plan that left 
half his force in their bivouacs when they could 


have won the day. There are also some smaller, more 
entertaining scenarios based on the bloodbath at 
Sunken Lane and the fights that took place a few 
days earlier at the South Mountain passes. 

Unlike Shiloh, which was one big forest and a few 
clearings, the map is beautiful with some nice varied 
terrain. The Antietam Creek has only a few crossing 
points (a logistical nightmare for Union commanders), 
but the main battle centres around the roads, the 
high ground, the patches of woodland and of course, 
the dreaded cornfield. 

The units look as beautiful as ever and the game 
sounds and video sequences are well executed. If 
you’re looking to try one out, this is the one to go for. 

Andrew Wright 


Ha! The games 
here thought 
they’d escaped 
I our scrutiny, until 

i we dragged them 
back by their 
short and curlies. 
That’ll teach ’em. 


That's some battlefield, Ma. Y'all be 
sure them Yankees don't win, now. 


■O 


BATTLEGROUND 7: 
BULL RUN 

Bull Run is the 
first game in the 
Civil War series to 
feature Internet-play 
capabilities 'out of 

the box', although all the titles can be 
upgraded via the Talonsoft Website. 
Internet play means you're no longer 
restricted to running rings round the 
Al. That's not to say that the Al is crap 
- for your first few games it will prove 
a strong challenge - but as you get 
more experienced, so will your enemy 
become increasingly predictable. 


To hook up over the Net, Just start 
up your dial-up connection and the 
IP address assigned to you will be 
displayed. E-mail it to your opponent, 
who can complete the link. You can 
also use the communications dialogue 
to send messages during the battle. 

The area around the Bull Run stream 
saw two bloody battles in the Civil 
War, both of which are included here. 
Although they use the same ground, 
they are quite different affairs. The 
smaller scenarios are based on the 
same area though, and don't offer all 
that much in terms of play. 

Bull Run boasts the biggest maps 
yet and it'll be a little slow on less 
powerful machines, but the smaller 
scenarios are equally entertaining, if 
a little less varied than Antietam an6 
Gettysburg. However, when you get in 
close, the graphics are still stunning 
and the terrain is sufficiently varied to 
give you scope for trying out different 
manoeuvres and tactics. 

Andrew Wright 


GT RACING 97 

Following the increasing trend for 
tribute bands. Ocean appear to have 
taken the unusual step of releasing 
a tribute game, as GT Racing 97 bears 
a freak resemblance to the classic 
car 'em up Screamer. As shameless 
plagiarism goes, it's a reasonable 
starting point and this is still a half- 
decent game; it might lack some of 
the subtleties of its 'inspiration', but 
it does add a few twists of its own. 

As^n arcade racer, the form is 
simple. Select one of nine thinly veiled 
supercars - Porsches, Ferraris and 
Lamborghinis cunningly disguised with 
ludicrous names such as The Beast, 

The Devil and The Stallion - get the 
wheels in line and go. The courses are 
themed by their country, hence the 
Egypt track has you driving through 
pyramids, England is all rolling downs 
and red phone boxes, while France is 
littered with stripy-shirted cyclists 
chomping on onions (not really). 

Pushing and shoving is par for the 
course, although obviously a lOOmph 
collision with a brick wall results in 
nothing more grievous than the loss 


(Top) GT Racing 97: Drive like that on I 
a public highway and you'd deserve I 
to be called a raving maniac. I 

O--- ■ 

of a few seconds. As a further hazard, 
the roads are cluttered with surplus 
traffic which effectively plays the role 
of the Jam car in TCR Racing {Crap 
quasi-Scalextric toy - Nostalgia Ed.). 

GT Racing 97 is instantly playable, 
and probably instantly forgettable, too. 
It hardly stretches the boundaries of 
gaming, but it's worth a look. 

Steve hill 


Publisher: Empire Interactive 
Price: £39.99 
Tel: 0181 343 7337 


Publisher: Empire Interactive 
Price: £39.99 ^ 

Tel: 0181 343 7337 « 


Publisher: Ocean 
Price: £24.99 
Tel: 0161 832 6633 
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syncronys 


liD is available from all leading resellers, 
on the whole Syncronys range call now: 0181 87| 

SyncronpSoftware, 123 Disraeli Road, London SW15 2DZ j 

Syncronys, the Syncronys togo and Windrera^HD are Itadennarks of Syncronys Softcorp. All other trademarks are the pn 


Accelerate your HD up to 500% 

Launch programs faster 

» 

Multi-task faster 

Windrenalin HD - think of it as adrenaline for Windows 95 




PROGRAMS FASTER 




LE MULTI-TASKING 


Netscape^^ 


Netscape Delrina ; Microsoft ' 

Navigator^^^ / WinFax Pro™ j Word® i 

version 3.0 /:■/'" version 7.0 | version 7.0 I 




Here are the numbers 

And they speak^ for therriselves. PCTest measured how 


much faster you can launch these applications, even 


while multi-tasking (four intense, concurrent disk access 


processes). While results may vary based on your system, 


eck out this control panel 


applications and nature of multi-tasking, we think you 11 
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DIAGRAM 
CLOSE UP 


Space Shuttle 


Orbiter 


FORMULA KARTS 

As titles go, this is unwittingly very 
self-explanatory. The game involves 
karts (do try and keep up please), and 
it's about as formulaic as they come. 
The formula in question has already 


Ladies And Gentlemen, We Are Floating In Space. Please ensure that you 
have your gravity dial set at the recommended level. 


(Above) Keep your 
hands on the wheel, 
your eyes upon 
the road. Or do 
something else. 
(Left) That'll be 
Egypt then. 

O- 


been seen countless times before, 
but more often than not executed 
with considerably more expertise and 
imagination. Formula Karts features 
eight tracks, set in Germany, France, 
England, Holland, Egypt, Brazil, Japan 
and Australia, geography fans; although 
really they could be anywhere thanks 
to the murkiness of the graphics. 

There are the standard single race and 
championship options to be had, as 
well as an arcade mode with turbo 
and supergrip boosts and the perennial 
upgrades shop. Yeah, yeah, yeah, seen 
it all before, show us something new 
for a change. 

As for the gameplay, the corrective 
steering is all over the place, and even 
on a PI 66 the resolution has to be 
kept low otherwise it starts jerking like 
the proverbial inexpensive prostitute. 
There are also some utterly pointless 
camera angles thrown in for good 
measure: pray tell, since when has it 
been possible to control a vehicle 
while looking at it head on? 

Sega PC have yet to make much of 
a splash in the suave and 
sophisticated world of 
grown-up gaming, and 
this particular 
effort 


is unlikely to do their reputation 
any favours. With the PC currently 
boasting a plethora of quality driving 
titles, it would be a very unfussy gamer 
that elected to give Formula Karts 
any more than a cursory glance. And 
besides, Super/rorts managed it with 
far more style, and that was some two 
and a half years ago. Sega: wake up 
and smell the coffee. 

Steve Mill 


◄ SPACE STATION 
SIMULATOR 

Not one for lispers, the descriptively 
titled Space Station Simulator is more 
of a 'mul-tie-meeedia experience' than 
an actual game, though it may be of 
some interest to prospective astronauts. 
Supposedly a recreation of the space 
station that you may or may not know 
is currently being constructed some 
200 miles above your house, you are 
put in control and invited 
to either build your own 
monstrous carbuncle 
or adapt an existing 
design. Once in place, 
you can wander around 
the station and learn 
stuff about spacemen, 
as well as take the 
occasional spacewalk. 

Although undoubtedly an 
earnest and mildly educational 
product, it's hardly It's A Knockout, 
and laughs are strictly at a premium. 
But for the overly keen, it supports an 
Internet connection that accesses the 
latest information on the design and 
construction of the real station. To this 
end, a free BT Internet disc is included. 
Which is nice. 

Steve Hill 


iifigmr 


(Above) Strategically position your fat bloke and click 
the mouse a few times. 

(Left) Said fat bloke throws a ball at some sticks. Great. 


TEN PIN ALLEY 

The highlight of the average trailer 
park dweller's social schedule, ten pin 
bowling has a rich and varied history 
in the US, as demonstrated by the 
curious inclusion of a short video 
about Missouri's International Bowling 
Museum And Hall Of Fame. Naturally, 
the 'sport' eventually made its way to 
these shores, where it largely exists to 
give tedious fat people a secondary 
purpose for their right arm, as well as 
furnishing nine-to-five dullards with 
something to do after work. 

Nevertheless,'EA have seen fit to 
bring us Ten Pin Alley, recreating all 
the thrills and spills in the safety of 
your own PC den. There's an array of 
bowlers to choose from - including the 
stereotyped fat bloke - and a variety of 
leagues and tournaments to compete 
in, with support for Internet play. The 


interface works in much the 
same way as a golf game: 
position your bowler and 
where to launch the ball, 
followed by three 
mouse clicks 
for spin, 
power 
and 

release. 

Skill is 

limited to manual dexterity 
with a mouse button, and the whole 
thing is marginally less interesting 
than Live TV's bowling spectacular. 

Pin Money. Besides, if you do have a 
burning desire to play bowls, why 
not take your buns off to a vulgar 
entertainment complex instead. They've 
got booze there and everything. 

Steve Hill 


FILE MISSION CONTROL STATION SUILDER OO INSIDE 


SPACEWALK BACK HELP 

Launchers _ j | 

SHUTTLE B| 

PROTON IHl 

SOYUZ H 

ARIANE 5 ■ 

ZENIT PI 

BURAN B| 


LAUNCH SITE 


only part of that system that 
goes all the wav into space and 
_ returns to Earth. The orbiter 
“ contains the mission payload, 


Publisher: Electronic Arts 
Price: £39.99 
Tel: 01753 549442 


Publisher: Maris Multimedia 
Price: £39.99 

Tel: 0171 488 1566 m 
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Publisher: Sega 
Price: £34.99 
Tel: 0181 995 3399 
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CD Speedster 67.12 sec 


speedvROM™ 94.98 sec 


'd-TImegs™ 96.03 sec 


8X CD Player 104.17 sec 


f K Pentium 133,16MB ram, 8X CD Player 




Run CD apps faster 


Smooth out choppy video & audio on slower CD players 


Battle the Lord of All Evil - Diablo™ (free 2 level shareware) 


syncronys 


PCTest measured how fast 
CD-Speedster performed 
multiple searches on 
Compton's Interactive 
Encyclopedia installed in ^ 
minimum mode under.,^ 
Windows 95. While results 
may vary based on your 
system and applications, / 
we think you'll be impressed. i 


CD-Speedster is available from all leading resellers. 

For more information on the whole Syncronys range call now on: 0181 875 4469 

Syncronys Software, 123 Disraeli Road, London SW15 2DZ 
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That's the Crusader in the red Power Rangers suit. Showing No Remorse. 
- 0 


Listen up, skinflints. Here’s some good news for those of 
you with short arms and deep pockets. Those generous 
funsters at Electronic Arts have only gone and released a 
range of budget games, labouring under the somewhat 
presumptuous title of CD-ROM Classics, and all retailing 
at roughly the price of one of them there music CDs. 

wheat from the chaff. 


PGA EUROPEAN TOUR 

It's a golf game, as students of the 
bleedin' obvious will already have 
worked out. A damned fine one, 
though, encompassing three courses 
- England's Wentworth, Gut Kaden in 
Hamburg and The K Club in Ireland. 
Tournaments, strokeplay, shootouts and 
the unfortunately-named skins game 
are all available, with a flexible 
database of players. PGA goes for the 
photo-realistic approach - with some 
success. The lifelike greenery is 
complemented by digitised golfers, 
including your Montgomeries and your 
Olazabals. It's exquisitely detailed, but 
ultimately it comes down to three 
clicks of a mouse button and can be 
as frustrating as the real thing. 


I 

i r 


Speed Haste. Shit name, shit game 
and hardly deserving of the title 
Classic. Buy something else. 

O-^- 

of its highly involving atmosphere and 
intriguing plot. The story pits you as 
saviour of a world where computers 
have gone mad, borrowing heavily from 
the likes of 200Vs HAL and Demon 
Seed's Proteus. The graphics now look 
wretched and the convoluted interface 
is more than a little off-putting, but 
perseverance is rewarded and this is 
still a decent turn. 


Verdict: Ugly, but rewarding. 
Price: £14.99 


CRUSADER: NO 
REMORSE 

A bit of an unsung hero, this one, 
although it recently spawned a 
sequel, the cunningly-named 
Crusader: No Regret, with rumours 
that the third episode is to be a bit 
of a turnaround, currently going under 
the working title of Crusader: OK, 

I'm Sorry. Explosive isometric action 
is the order of the day as you don 
some heavy-duty armour and load 
up on guns, bombs, grenades and 
anything else that might hurt, 
including remote-controlled robots, 
vehicles and gun turrets. Visible 
damage results from every round fired, 
as refineries, laboratories, military 
bases, offices and even a space station 
go up in flames. 


That'll be the view from atop a ■ 
Magic Carpet, then. Mind yer backs. I 

O- ^ --- • 

MAGIC CARPET 2 

As seasoned campaigners will readily 
concur. Bullfrog aren't in the business 
of making bad games. The first Magic 
Corpef caused jaws to drop, and this 
sequel bettered it. For the uninitiated, 
the player takes the helm of the titular 
airborne shagpile and flies around a 
number of fantasy worlds, battling 
beasts and demons to collect mana 
- an all-powerful substance that 
provides health and the ability to cast 
spells, of which there are countless 
varieties. The graphics still look 
impressive, the music is a haunting 
little number and it's a genuinely 
mesmerising experience. At this price, 
only a moron would ignore it. 


Verdict: Inspiral. 
Price: £14.99 


Verdict: I don’t wear stripy kecks 
Price: £14.99 


Get in the hole, questionable 
knitwear, 19th hole etc... 


Verdict: Explosive violence. 
Price: £14.99 


SPEED HASTE 

This was only about 20 quid when it 
was first released, so by rights you 
should now be picking it out of your 
cornflakes of a morning. Even then, you 
might feel slightly hard done-by, as it 
is no more than a simplistic arcade 
racer (an arcade from about 1985, 
judging by the state of the graphics). 

On the plus side. Speed Haste offers a 
choice of either Formula One or Stock 
Car racing. But neither option 
particularly impresses, and while there 
is nothing intrinsically wrong with the 
game, it's simply devoid of anything 
remotely interesting or original. 


Verdict: Bog-standard arcade racer. 
Price: £14.99 


SYSTEM SHOCK 

A classic of its day, the highly-fancied 
System Shock was crowned "King of 
games" by none other than the organ 
you currently hold in your hand (no, 
the other hand). A futuristic first- 
person explore 'em up, much was made 


System Shock is still worth a look. 
Preferably from a distance. 













































LBA. French. Funny-shaped heads. I 
Isometric views. All that business. I 

O-- 1 

STRIKE COMMANDER 

Okay, you might think this is just a 
token flight sim, but Strike 
Commander \Nas nevertheless highly 


Comanche 2.0. It's got helicopters 
and everything. 


t SPACE HULK: 

C VENGEANCE OE THE 
r fBlOOD ANGELS 

Despite its Games Workshop link, you 
J don't need a beard or greasy hair to 
play Space Hulk. It's a relatively 
/ approachable first-person blaster, 

' albeit with a strong strategic slant. 

You lead a team of Blood Angel space 
marines through labyrinthine corridors 
; crawling with grotesque Genestealers. 
L Tactics play a large part as 
V, you move your squad 
T around the map screen 
\j to provide covering 
L. fire, seal doors, rescue 
i marines and so forth, 
j There are numerous 
j missions, the com!)at is 
extremely bloody and 
before long the whole place 
resembles a powercut in 
an abattoir. 


ULTIMA VIII 

the world of Pagan, the Guardian's 
are firmly entrenched and his 
control Is absolute. Yes, it's an RPG, 
so close the curtains, get the cat in 
and make sure you slip into some 
comfortable underwear. Ultima VIII 
might have a couple of years on the 
clock by now, but aficionados of the 
genre (well, our man Mallo anyway) 

I rate it highly. With a fixed 
isometric viewpoint, the graphics are 
sumptuous and colourful, although 
they do have a tendency to look a bit 
'Ray Harryhausen' on occasions. One of 
the first RPGs to let you pick up almost 
everything. Ultima VIII includes the 
trademark magic mushrooms, where 
the screen goes all 'trippy' (how we 
laughed, and oh, the flashbacks). A 
massive and difficult game. 


COMANCHE 2.0 

Another hefty manual, another 
airborne killing machine - albeit this 
time of the spinning blade variety. 
Modelled on the US RAH-66 
Comanche attack helicopter, Comanche 
2.0 puts you at the helm of a lethal 
piece of hardware and invites you to 
embark on some 60 combat missions, 
although they are fairly simplistic 
compared with the likes of Apache 
Longbow. 

Voxel Space 
(whatever 
that is), the 


graphics 
are still a little 
blocky when you get 
up close and are best viewed 
from afar. If whirlybird choppers 
are your thing though, this is still a 
reasonable game - especially if your 
wallet turns pale at the thought of 
Comanche 3.0. 


r 

r 
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LITTLE BIG 
ADVENTURE 

Certainly deserving of the 
'Classic' tag, it was this one that 
spawned the successful series, 
impressing almost everyone on its 
initial release with its groundbreaking 
graphics and unique gameplay. 
Developed by the same French nutters 
who brought us Alone In The Dark, it's 
a surreal Journey through a wonderful 
and frightening world. As the character 
Twinsen, you have an odd-shaped head 
but are nevertheless able to wander 
around the 3D isometric environments 
in a non-linear fashion, along with 
some advanced Al to keep the game 
ticking over. As well as a host of 
riddles, there's plenty of combat and 
a whole lotta surprises lurking round 
every corner. 


F»»iQ£QH- l-M HIT BAD... TELL MY WIFE I. 


(Above) Lieutenant Pigeon being 
killed, in the sky, by an aeroplane. 
"Tell my wife I'm coming home in 
a box." 

(Right) Strike Commander comes 
with a free map of Europe. That's us 
in the top left. (We're in Greenland, 
are we? - Ed.) 


Not something to meet in a dark alley. Or even a light one. 

O- 


Oooh! We just 
can't wait for 
the ninth 
installment 
of Ultimal 


rated at the time 
of its release, 
although the 
graphics do suffer 
somewhat in 
comparison to the 
latest fare languishing out there 
on the shelves today. The manual 
spans less than 100 pages and has 
been designed in the style of a war 
magazine, crammed with pretend 
pilots being interviewed. Once you've 
ploughed your way through this mighty 
tome, you can then take charge of 
Stern's Wildcats, which is an elite 
squadron of mercenaries. You can 
then go on to engage rival squadrons 
and renegade third-world dictators, 
as well as take part in 20 extra 
missions. Ready to handle all that? 


Verdict: Big and hard. 
Price: LI4.99 


Verdict: I’m gonna l^arn how to fly. 
Price: £14.99 


Verdict: Goblins for gimps. 
Price: £14.99 


Verdict: Big choppers. 
Price: £14.99 
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lp}lllKNC$5 


^fU|^9rted over Internet or network 
ip^em or direct link) 


t An ever-changing Gothic world hrought to lifein 
stunning SVGA graphics 


:ard's battle.net servc|P provides 
iBbn over, the Internet 


t No two campaigns into the labyrinth are the same 
as Diablo randomly generates a unique gaming 
experience every time 


MULTIPLAYER 
SUPPORT: 
Join forces with other 
adventurers and assault 
the labyrinth of Diablo. 


EXPLORATION 
AND DISCOVERY: 

The denizens of the vil 
lage hold items and 
secrets to aid you on 
your quest. 


STUNNING GRAPHICS 
AND REAL-TIME 
ACTION: 
Will keep you on the 
edge of your sword. 


UNTOLD MAGIC: 

Use powerful sorcery to 
consume the creatures 
of the underworld. 


Requires access to Internet. Player responsible for all aftplicable hue 


























DVD is being hailed as the new storage format 
of choice by 'those in the know'. Several big- 
league hardware manufacturers are already 
preparing to jump on the bandwagon with 
DVD-ROM drives of their own. It would appear 
to be high time then that we take a look at the 
technology which is threatening to revive the 
dreaded FMV adventures we all know and hate. 

IRST THINGS FIRST: 

What exactly is DVD? 

Well, when DVD was first 
announced, ignorant 
industry know-it-alls 
(like myself) immediately 
assumed the acronym 
stood for 'digital video 
disc'. Wrong - it means 
digital versatile disc. 

The 'versatile' part of it 
apparently refers to the fact that the 
technology can be used to power a home 
entertainment video system as well as to 
replace existing PC CD-ROM technology. 

DVDs can allegedly hold a massive 4.38Gb of 
data. I say 'allegedly' because nobody seems to 
be able to agree on an exact capacity, but rest 
assured that it'll be bloody huge. What this all 
means to you and I is that our games are going 
to get bigger. Developers are bound to jump 
at the chance to stick loads of FMV footage in 
their games, forcing us to sit through hours of 
bloody movie sequences before getting to the 
actual gameplay. 
Then again, maybe 
they'll opt to put 
their entire games 
on one DVD instead 
of releasing them 
in phases (mission 
packs, add-on disks 
etc) and save us all 
lots of money. 

It's still too early 
to tell what sort 
of games we'll be 
seeing on DVD, but Activision's Spycraft will 
be one of the first arrivals, and rumour has it 
that Virgin's forthcoming Blade Runner will be 
released on DVD too. I'll keep you posted on 
any startling developments relating to DVD 
games, so if you want to keep up with the PC 
gaming Joneses, you know where to come. 


Spycraft is the first game 
to take advantage of DVD. 






PC PowerPad Pro 



© ET'S FACE IT - GAMEPADS AREN’T THE 
most exciting subject in the whole 
world, but we've managed to 
find one that genuinely deserves 
your attention. It's modelled on 
ihe Nintendo 64 gamepad, which 
is being hailed as revolutionary in every console 
magazine in the country. 

If you're wondering why, take a look at the photo 
of the PowerPad Pro and pay particular attention to 
that little stick protruding from the left-hand side of 
the pad. It's absolutely perfect for things like footie 
games and platformers, and it's also very quick and 
responsive. We love it - and we think you will 
too. The PowerPad Pro costs £24.99. For more 
details contact Bastion on 0171 490 1323. 


The PowerPad Pro is almost 
identical to the acclaimed N64 pad. 



Maxi DVD 


NOW THAT'S SPOOKY, THAT IS. THERE I WAS HARPING 
on in my column about DVD and guess what shows 
up in the office? That's right, a brand new DVD-ROM 
drive from Maxi. It comes in at a fairly reasonable 
£335 plus VAT (well, reasonable compared 
to how expensive CD-ROM drives were 
when they first appeared), and it doubles 
up as a 24-speed CD-ROM drive too. The 
only problem is I haven't got time to test it as 
we're just about to go to press. Oh, and there aren't any games out for it yet either, 
but be sure to check out next month's Tech Zone for an In-depth report of the machine, 
hopefully in conjunction with a review of Activision's Spycraft on DVD. For more derails 
contact Memsolve on 0345 413654. 



PC Dash 


ARE YOU TIRED OF LEARNING MULTIPLE KEY 
commands to play your favourite flight sim 
or big robot game? Do you get pissed off 
at having to plough through manuals to find 
out what each key does when 'Alt' or 'Control' 
is pressed? You'll be wanting PC Dash then. 

This new PC accessory plugs into your keyboard port and comes 
with ail the commands you need for your fave games. Publishers are 
to support it for their games (well, maybe not queueing up, but they're 
PC Dash costs £49.99. For more info call 0171 278 0050. 
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Dan Home Plus P200MMX 



The Dan Home Plus comes with everything 
you'll need to get even the most demanding of games 
up and running straight away. 


© VERY TIME A NEW GAME IS REVIEWED, BOASTING EVEN BEHER 
graphics and more realism and all that guff, those of us with 
lesser PCs instantly think things like: "Yes, but it'll be jerky as 
a bastard on my machine." And we'd be right. The bottom line 
is that if your PC's not up to scratch, most of the best games 
will look pretty poor. 

Dan have been making PCs for ages now, 
and they've come up with a system designed 
specifically for games. The single most important 
component in any PC is obviously the CPU, and 
the Dan comes with an Intel P200MMX 
processor, which is fast enough 
for most tasks. • 

MMX is 
pretty much 
obligatory 
these days, 
and while 
there 


aren't that many games optimised for it (and even those that are optimised don't 
run much better), the extra on-board cache on MMX chips usually adds around a 
ten per cent performance boost to all software. 

There are plenty of companies out there who can cobble together a PC with 
a fast CPU, but it's the standard of the rest of the 
components that makes a system really stand out. 
In this respect, the Dan doesn't disappoint, and 
the CPU is mounted on a fast HX motherboard 
with 512K cache. There's 32Mb of RAM as 
well, which is a definite plus in these days of 
memory-hungry games. 

The graphics are taken care of by a Matrox 
Mystique. This is a superb 2D card, with good 3D 
thrown in. While it's not up to the standard of a 3Dfx 
card, the Mystique will certainly make a difference 
to Direct3D games. 

The Dan also has a fast 2.5Gb Seagate hard disk to 
keep all those games on, and a 24-speed CD-ROM 
drive for those bits of games that stay on 
the CD. Finally, there's a 33.6 modem 
and an AWE64 sound card. 

Overall, this is a well-specified PC. 
The components used are some of 
the best around, and if you're looking 
for a PC that'll enable you to play the 
poshest games and make your mates 
jealous, the Dan'll do nicely. 

Dave Mathieson 


o 



Labtec Gaming Headset/ 
Boom Mic C-730 

PLAYING RED ALERT 0\J^R THE PHONE IS FUN, BUT CELEBRATING A MOMENTOUS VICTORY, 
grasped by a plan executed with the finest subtlety, is not nearly rewarding enough. 

You want to express how excellent you are, and at the same time what an unworthy 
opponent your friend is. And now you can. 

The Labtec Gaming Headset allows greater animosity than was previously possible by 
letting you hurl verbal abuse at your victim or the cheating git who just won. The headset 
plugs into your sound card and modem, although the modem will need to have DSVD 
(digital simultaneous voice and data) capabilities. This allows you to talk over the same 
line that a game is taking place on, affording much opportunity to put your rival off or 
to help co-ordinate co-operative manoeuvres in EE2000. 

The headset uses N-DAT technology, which cuts down the amount of noise from outside. 
The cable has a volume control and mono/stereo switch for easy access, and the headset 
is adjustable. Hi-fi buffs will be Interested to know that it also has a 40mm dynamic mylar 
diaphragm driver, which sounds alright. 

Available from Labtec on 01252 629900, the C-730 costs £99.99. DSVD modems are 
available from Hayes and all good modem manufacturers. 

Simon Edwards 
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57 DEMANDING MISSIONS • 6 ENORMOUS OPERATION AREAS • REAL-TIME 3D MISSION-BRIEFINGS • DYNAMIC COCKPIT 
PERSPECTIVES • 3 DEVASTATING WEAPON SYSTEMS, EACH WITH PROGRESSIVE LEVELS OF COMPLEXITY AND POWER • COUNTLESS 
HIDDEN LOCATIONS AND WEAPON CACHES TO DISCOVER • 41 DIFFERENT TYPES OF OPPONENT • AWESOME CD AUDIO AND MIDI TRACKS 
• UP TO 4 PLAYERS CAN PLAY SIMULTANEOUSLY IN THE NETWORK MODE - GO HEAD-TO-HEAD OR PAIR-UP WITH A FELLOW ACE! 


BLUE BYTE SOFTWARE • 22 BILLING ROAD • NORTHAMPTON NNl SAT • TEL: 01604 232200 • 07000 BLUEBYTE • www.bluebyte.com/uk/moin.htm 


F T W A 

R 

E 

P 

R 0 


D 1 

J C T 1 0 N 



























PIPEX 




Dialing... 



Connecting... 








Connected Disconnecting... Disconnected 






This month in On-Line. Even the great Romero gets 
thrashed by the fairer sex at Quake, off into orbit 
with the rather fab Planetary Raiders, and the 
launch of PC Zone's free multi-player game server. 


HRIST. YOU THINK I PLAY QUAKE A LOT. HOW MUCH 
though? Perhaps an hour every couple of days 
(providing I can squeeze it 
into my debauched social 
schedule)? No, a four-hour 
stretch is my theoretical 
maximum - anything more 
and blood vessels start \ 

popping in my eyes and 
a strange foam collects 
at the side of my mouth. 

I recently visited the Ion 
Storm offices in Dallas, 
home of ubermeister John 
Romero and his squadron of 
arch-deathmatch experts. Although deathmatch is 
prohibited before 6pm, these boys will think nothing of 
playing straight for 12 hours. Twe/ve freaking hours. 

They were good, but not as good as a young waif 
called Corneliah who dropped in. Poo-poo female Quake 
players at your peril - Corneliah cut through the Ion 
Storm ninjas like a hot knife through butter. She 
pummelled Romero 20 to -1. She smacked down another 
office Quake\or6 20-02, and then proceeded to murder 
the top guy in the office, Noel 'Shadow' Stevens, 20-10. 
She never missed. Never made a mistake. Her favourite 
tactic was to fire a rocket at her opponent's feet and 
then pluck them out of the air with a lightning gun. 

Using my supreme skills however, I managed to 
wriggle out of a game with her. "Oh, is that the time - 
I gotta watch Melrose Place," but secretly rebuilt my 
battered ego with a few turns on QuakeWorld using Ion 
Storm's T1 connection. Oh, the joy and the pleasure of 
33ms ping. For me it was like playing on a LAN. For 

them it was 



Fer de Lance. Anaconda. Thargoid. Words to send 
shivers down the spine of anyone who flunked exams 
through playing too much Elite. Jamie Cunningham 
gets to grips with Planetary Raiders and finds himself 
down memory lane, whistling the Blue Danube and 
reliving the nightmare that was his History 0-level. 








like playing 
in glue. But 
they were 
Americans, 
so they 
deserved 
everything 
they got. 

David 

McCandless 



A FAR TIME AGO, IN A GALAXY 
long, long away, the inhabitants 
of a planet called Osis were 
utterly fed up. Governments had 
made a determined hash of things, 
corporations had depleted the planet of its 
natural resources, and something called Scrappy 
had just shown up on the Scooby Doo Show. 
Society was on the brink of collapse. 

As luck would have it, a visitor from another 
system appeared with all the necessary bits and 
pieces to get the Osisians off their loathsome 
homeworld and out into space. Calling himself 
the 'Starman', the alien Samaritan supplied 
advanced technology to corporations at discount 


prices, asking for just one thing in return - an 
option to purchase the resources his technology 
made available. 

And lo, the object of Planetary Raiders - to 
be a member of the corporation which sells the 
most resources to the Starman. 

Ooh, is it iike Eiite? 

You start off on an Osis space station as a 
corporation member, complete with a ship, 
supplies and a salary. That doesn't mean you're 
instantly tied down to a career - you're free to 
leave the corporation, join another or simply 
fly about - become a cosmic buccaneer, escort 
other ships, set up a taxi firm, whatever takes 
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Most players are friendly and keen to help out, but some are there for combat only (the 
extraterrestrial equivalent of BMW drivers), and some are sadists who hang around outside 
space stations waiting to make a twat out of hapless space virgins. 


“PhjoiJjlmjcjL 


Game: Planetary Raiders 
Version: 0.8x Beta . V . 

Publisher: iMagic Online 
Max no of players: 10,000 at launch 
Server: US 
Price: £tbc 

Website: www.imaaicaames.com 


Clockwise from top right: [1] Hey - arsehole! Yes, YOU! I was trying to dock! Get out of the damn 
way with that stupid girly craft of yours! [2] So THAT'5 the way you want to play it, eh? Eat laser, 
nobrain! [3] Mwuahaha! Yellow chicken! Running away like a total spasmo! [4] / don't give a 
rubber duck if your mate Tuskin has a dreadnought (What's a dreadnought?) [5] BUT HE STARTED 
IT! Ow ow ow, etc. 


your fancy. And if cruising about in a jet-propelled chick magnet 
isn't your bag, you can put away your expensive sunglasses 
and control a space station instead. 

Serving as the backbone of Planetary Raiders is a Windows 
95 application that allows you to wander around the various 
stations, buy cargo or just hang out in the bar with all the other 
space dweebs and talk. This particular area is designed to be 


But is it iike Eiite? 

The flight mode has that special je ne sais quoi of the Bell & 
Braben mould-breaker, but where the tape-based wireframe 
classic was crammed into 32K of RAM, iMagic Online's latest 
MEGAplayer offering chomps 14Mb of your hard drive, 
supports 1024x768 DirectSD, and will allow voice connections 
and up to 10,000 people on-line at its September launch. 

And flight mode is where the game really gets going. My 
initial fear that the universe would be nothing but an empty 
void, with the phone bill arriving in orbit before I did, was 
unfounded. While I could never pretend that the game is 
bustling (it's still in beta, after all), there are enough folks 
doing their own thing to fulfil my video game dream - to 
fly around in an Elite-\ke universe full of real people. 

The graphics are uncomplicated but never simplistic and, 
crucially for an on-line game, there is absolutely n(^.evidence 
of lag - something the iMagic team worked 
hard to achieve. It runs as if 
it's been varnished with lard 
and there's not even a hint of 
the dreaded lurch. 

Planetary Raiders has 
managed to find the certain 
something that David Braben 
tried so hard to recapture with his ^ 
execrable Elite sequels. It's just a pity 
there aren't any Thargoids... 


simple and effective, but it's let down by the way it scatters 
itself incongruously across your Windows desktop. If I'm going 
to be "plunged into the experience" like the blurb says, I don't 
really want to be able to see the bottom half of my Kournikova 
wallpaper while I'm smuggling hard drugs through the green 
channel at Osis space port. Most distracting. 

A few other minor gripes make themselves apparent at this 
stage too. Most importantly, if your dial-up connection is set 
to auto disconnect after a period of inactivity, make sure you 
remember to disable it. Planetary Raiders seems to bypass the 
usual TCP/IP routes and Windows will helpfully drop the line 
in the middle of a game, thinking you've gone off to sit in the 
garden to be at one with nature. 


Elite fiends will go into 
raptures 


|~| Drag and drop into your cargo hold. 


on the poor side 


Look mum. I'm in orbit! 
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Location; http7/bbt gatot.co.uk/QiAfl613.ex8 

Saving CAQvifl613.axe 

Statut: 1124Kof1508K(at20.9K/tec) 

Time Left: 00:00:18 


Multiplayer 


Resident Zone webslinqer Paul Mallinson 
invites you to experience our brand new 
multi-player gaming service. 


Multiplayer Zone will surely become 
the proving ground of future Quake 
champions - keep 'em peeled for 
competitions, tournaments and 
international matches in the near 
future. Check the site every day 
for updates. 


© It's here and it refuses to be ignored - Multiplayer Zone, PC 
Zone's FREE on-line multi-player gaming service - launched 
to much acclaim at www.pczone.co.uk on 1 August. 

This brand new system allows unlimited free access to PC 
tone's very own QuakeWorld and dedicated Quake servers. 

On top of this, gamers also get the chance to meet head-to-head in over 
30 other multi-player games by way of our super-fast Kali games server. 

It's state-of-the-art, it's completely free - and it's up and running now. 

How do I join this on-line mayhem? 

It's SO dead easy you can't fail. First off, you'll need a modem or some 

other form of connection. Then you'll need to point your Web _ 

browser at www.pczone.co.uk and head for the Multiplayer ^jjj® 

Zone pages. From there on in, all you have to do is follow 
the on-screen prompts. Flere's an overview of what you can 
expect to encounter... 


Also, due to popular demand, we've expanded our 
on-line Chat Forum service - with the introduction of 
the Banter forum (for more of the usual idle chat), the 

__ Multiplayer Zone forum (so's we can offer each other 

out at Quake and stuff), and a new and improved Hot Topic forum. 

It's all happening at PC Zone On-line - so get yourself connected before 
you miss out on all the fun! 


Download QuakeWorld and install 
it onto your system. Make sure 
you also install the QuakeWorld 
browser plug-in which comes 
supplied with the software. 




Multiplayer Zone 


Welcome to PC Zone's FREE multiplayer game service. Here you 
can play Quake against other like-rrunded Quake-heads, using 
easy-to-install QuakeWorld software, or the dedicated Quake sen/er, 
or via kali to play over thirty other games. 


The Quake and Kali games servers are hosted and operated by GatesNet in 
partnership with PC Zone Feedback and questions regarding the on-line games 
servers should be directed to quakt-iajg.riiH-. , . 1 '.k 


It's not that difficult to work out 
what you're supposed to be doing 
in here, but for those of you who 
need a helping hand, step-by-step 
instructions are provided. 


QuakeWorld 

So you reckon you're good enough to take on the rest nfm.. ■ .1.1 ^ 
do, do ya? Then why not dive in to one of our numerou jr^IuakeWorlr 
and prove if'' If you want in, you'll first need to d own 1 0 a ■ k > -" :: 'j 

if you don't a ^>__L'h ' have them installed If you are havi n'! 

-—!— • _ 1 ' rTiTjl* you're already set up to go, clic'^^'lN^^-^'— 


Quake 

Do you think you can play on a dedicated Quake serve 
players around? Then point your Quake multi-player d 
fighting If you are not sure how to do this, then checP 


You're in! Scroll down the page 
and choose a game from those 
available. Next, double-click on 
the game of your choice and load 
up on weaponry. 


Playing games on our Kali server will first involve downloading and installing a 
time-limited version of^ . 1 " ^client software To unlock the full version of the Kali 
client you will need tQ:j\:h;:y software at a cost of €20 Click 
the time-limited versioS- Ur' ^r anto your hard drive .Alternatively, clicl^'i^ ■ see 
a list of Kali comp. 3 tible njiltiplayer games. 


You may want to arrange a game 
at a specific time, or invite pals 
to play in a certain game. The 
Multiplayer Zone chat forum is the 
best place for just such a pursuit. 


at Forum 

"pie and blow them to pieces with a well- 
le PC Zone Multplayer Chat Forum 


Multiplayer 


inded 


Using revolutionary Kali software, 
almost any multi-player game 
with TCP/IP network code can 
be played over the wire. A list 
of supported software can be 
accessed from the Website and 
will be updated on a regular basis. 


The Kali client software is free 
to download and use, but it is 
time-limited and the full version 
must be registered if you wish to 
continue using it. You can register 
with minimum fuss via our very 
own site for a mere £20. 


Our dedicated Quake server runs 
faster than QuakeWorld, and plays 
host to some of the best players in 
the country. Set-up is done from 
within Quake - see our on-line 
guide for full details. 




























On-L in e l \ews & G os s ip, 

The page with its finger on the pulse of on-line gaming 



''On-line games 

A ccording to a recent study by dec 

Intelligence, the on-line games market 
will grow to be worth a cool $1.2 billion by the 
year 2001. To put things in perspective, that's 
the equivalent of buying a PC Zone subscription 
for everyone in Scandinavia. 

The DEC study, released at last month's E^ 
show in Atlanta, separates on-line activity into 
two areas - PC games and console games - 
with the former set to account for most of the 
revenue. More sophisticated games will soon 


hit big time 

be made available to a wider audience, it claims, 
although a similar report from IDC suggested that 
over half of all Internet users never play on-line 
games, mostly because they are discouraged by 
speed and bandwidth issues. 

Such research rarely ever refers to European 
users being disinclined to stay on-line because 
of monster phone bills, but in a panel discussion 
at E^, David Cole, founder and president of DEC, 
admitted that the worldwide popularity of on-line 
games "could still be a long way off". 


Red Storm and IBM team to develop Net gaming 


RED STORM, TOM CLANCY'S DABBLE IN THE ON-LINE PUBLISHING ARENA, HAVE TEAMED 
up with Big Blue to help mature a new Java-based games environment. The new IBM 
technology, codenamed Inverse, has been designed to remove the inherent difficulties 
of networking in cyberspace and give greater freedom to developers and players alike. 

Politika, Clancy's upcoming action game, will support thousands of users at a time 
and up to eight users in each session, all thanks to Inverse's clever use of load balancing 
to optimise bandwidth, clustering for fault tolerance and polarised reticulation with 
climacteric hyperspacks. Or something like that. 

Clancy fans can find out more at http://www.redstorm.com. 


AOL hoping for WorldPlay 
domination 

"DID YOU KNOW," ASKS 
Ted Leonis of AOL Studios, 

"that there were more 
people on AOL last night 
between 9pm and 10pm 
than there were watching 
Larry King?" AOL's long¬ 
term goal is to attract 
a//television viewers to 
their on-line service - a 
rather unlikely objective 
for an outfit based in the 
country that invented couch potatoism. 

Ted points out that his swelling arsenal of attractions 
includes WorldPlay, a gaming service due out of beta 
soon, where participants can choose their appearance 
and then sit down for a heady mix of backgammon, 
bridge, hearts and cribbage. It's touted as part of AOL's 
new "social environment", which Is marketing speak for 
"this costs money" - $1.99 an hour, to be precise. 

WorldPlay is at http://www.worldplay.com. 



I Switch off your television 
set and do this instead. 



free registered version of KALI 

Blaster 

[S8.B00 PnP Fax. Modem mini full sofFmare - RRP £99] 


iThe UK's Fastest Games Server! 

Experience Quahe. Red Rlert. Doom, Diablo and 53 other Titles. 

Subscribe for only £8.30*e,vRT] per month! 

Including all the usual Internet Provider facilities! t 


# High speed internet connection 
^ Local Call Access across the UK 

^ Free E-mail address and Web space 

# Nem Subscribers on-line luithin minutes 

# Modem ratio 91. [This means you are almost guaranteed to get on every time] 

m Fast FTP site and full access to NEWSGROUPS ^ 

# 33.GOO baud modems 

^ Access to our file site [300 areas] 

m For BBS/WEB access dial in on 0845-079803G. OURHE ACCESS on 194 1G4 18 G 

# Instant access 0891-318-40G / 418 calls cost SOp per minute at all times 


uMJ SMIIM (HT lllitFl SJrl alM.. 

ar- [iog. sT 


Offer onlq open to users suhscrihing for one gear and subject to limited stoch 


fill trademarhs acHnouiledged E BO E Prices exclude VflT 


























































































Questions: 

1. Outpost 2 is the sequel to which best-selling strategy game? 

I I Goalpost Outpost Signpost 

2. Which of these is not an anagram of Outpost 2? 

I I Outspot 2 Q Stopout 2 Q] Stopall spots 

3. What type of game is Outpost 2? 

I I A challenging and addictive space strategy game 
I I An interactive movie 
I I A state-of-the-art football sim 

Name: 


Job title: 


Company name: 


Address: 

Postcode: 


DaYtime telephone number: 


□ Please tick if you do not wish to receive details of further special offers or new products from 
other companies. 

□ Tick if under 18 years of age. 

Terms and conditions: All usual restrictions apply. For a copy of the rules please write to 
PC Zone at the usual address. 

Send your entries to: PC Zone/Sierra Compo CPCZ79B. Bradley Pavilions, Bradley Stoke North, 
Bristol BS12 OBQ, United Kingdom. Closing date for entries is 30 September 1997. 




ierra are celebrating the imminent 
release of their futuristic strategy 
game Outpost 2 by giving away an 
all-expenses paid, two-day trip to Futuroscope 
- a theme park with a difference. 

Futuroscope is situated just outside Poitiers in 
France and is home to some of the most amazing 
sights and shows on earth. Giant 3D cinemas, 
futuristic sculptures and much more await the 
two lucky winners of our first prize. The trip 
includes the flight to and from France, hotel 
accommodation and two full days at Futuroscope. 

The first prize winners will each receive a copy 
of Outpost 2, and we also have six more copies 
of the game to give away to six lucky runners-up. 

All you need to do to enter the competition is to answer the three 
questions below, send the answers to the address supplied by the end 
of September, and wait to see if your name is pulled out of the bag 
when we get round to choosing the winners. 


FUTU^aSCOPS 

POITIERS 


FRANCE 
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FREE Nintendo 64 console with 3D controlleri 
or I 

FREE Microsoft Office 97 Small Business 
Edition with Word 97, Publisher 97, Excel 97, 
Outlook 97, Autoroute 97 GB and Financial 
Adviser 97. It’s worth a bundle. 


FREE Network Kit for two PC’s plus any one console or; 
computer game from our entire catalogue I 

FREE HP DeskJet 400C Colour Inkjet Printer' 


FREE Mustek 4800 Dpi Colour Flatbed Scanner 


ith every Special Rei 

MAXX PC 

fr ^ ^ SHOWN WITH 17” MONITOR 

i OPTION @ £270 EXTRA 


PAY LATER 10% down and 
the balance in nine months 
time. Offer subject to status. 


Other models available 
PLEASE SEE PAGES 46 & 47 
OF THE CLUB MAGAZINE. 

For non-MMX versions 
(PI20+) PLEASE CALL. 


AND Formula 1 
FREE WITH ALL 
FOXX AND i 
MAXX Models I 


Formula 1 is the PC version of the 

BEST SELLING PLAYSTATION GAME. IT’S 
THE FIRST GAME RELEASED TO REQUIRE A 
3D CARD WITH 4MB GRAPHICS RAM 


FOXX PC 

;H0WN with 15” MONITOR 
OPTION @ £70 EXTRA 


ZZAP PC 

SHOWN WITH THE QUALITY , 
AD114” MONITOR SUPPLIED 
' AS STANDARD 


f/IAXXPC from 1649.99iuo\% 

[ and MAXX.NET PC 

IGB Maxtor Diamond Max hard drive 

Speed super high speed CD ROM drive 

muine Sound Blaster 32 Wave Table card 

itrox Mystique 3D Graphics + 4 MB SGRAM 

jabyte Intel Triton 3 VX motherboard 

2K Pipeline Burst Cache. Intel MMX CPU 

provista 14” Monitor (15” add £70 or 17” add £270) 

MB EDO RAM expandable to 128 MB 

)tec LCS1024 20 Watt (320W peak) Speakers 

jboard, Mouse and Mat 


FOXX.NET PC 


from lOOy.yy (10 

2500 MB Quantum Fireball hard drive 
Twelve Speed Creative Labs CD ROM drive with 
remote control - you’ve seen the ads. 

Genuine Sound Blaster 16 sound card 
Matrox Mystique 3D Graphics + 4 MB SGRAM 
Gigabyte Intel Triton 3 VX motherboard 
512K Pipeline Burst Cache. Intel MMX CPU 
ADi Provista 14” Monitor (15” add £70 or 17” add £270) 
24 MB EDO RAM expandable to 128 MB 
Stereo Speakers, Keyboard, Mouse and Mat 
Windows 95. All Software installed AND on CD 
One Year On-site Warranty (2nd year option) 

Phone Blaster 28.8 Voice/Fax/Modem 
Speakerphone, answerphone, fax broadcasting, 
phone book, remote access, voicemail & e-mail. 

30 hours of FREE Internet connection. 

01279 600208 Internet Help Desk. 

Supervoice Software (see MAXX.net description) 

SOFTWARE (supplied on CD) 

Microsoft Works V3, Microsoft Encarta 96, Microsoft 
Publisher, Microsoft Design Pack for Publisher, 
Microsoft Cinemania, Microsoft Dangerous Creatures, 
Microsoft Musical Instruments, Microsoft Ancient 
Lands, Microsoft Bookshelf, Microsoft Scenes, Matrox 
MPEG Video Software Suite and Creative Labs 
Sound Suite. 

31 GAMES (supplied on CD) 

Formula 1 (Psygnosis), Command & Conquer, 
Championship Manager 2, Microsoft Golf, Destruction 
Derby 2 (+enhanced 3D), Mechwarrior 2 (+enhanced 
3D), Scorched Planet (+enhanced 3D), Settlers 2, 
Archimedean Dynasty, Transport Tycoon Deluxe, 
Railroad Tycoon Deluxe, UFO Enemy Unknown, 

Gods, Magic Pockets, Speedball 2, Xenon 2, 

Cadaver, Lotus 3, Zool 2, Premier Manager 2, Space 
Crusade, Gunship, Jack Nicklaus Golf, Mig 29, Silent 
Service 2, Team Yankee, Championship Manager '93, 
FI 9 Stealth Fighter, Ishar, Campaign and Grand Prix 
Masters. 

PLAYABLE EPISODES (not supplied on CD) 
Quake, Duke Nukem 3D, FI GP2, Swiv 3D, Nascar 2, 
Theme Hospital, Carmageddon and Tomb Raider. 


ZZ/lr' rU from (1106 37) 

and ZZAP.NET PC 
1250 MB Quantum Fireball hard drive 
Eight Speed Creative Labs CD ROM drive 
Genuine Sound Blaster 16 sound card 
Matrox Mystique 3D Graphics + 4 MB SGRAM 
Gigabyte Intel Triton 3 VX motherboard 
512K Pipeline Burst Cache. Intel MMX CPU 
ADi Provista 14” Monitor (15” add £70 or 17” add £270) 
16 MB EDO RAM expandable to 128 MB 
Stereo Speakers, Keyboard, Mouse and Mat 
Windows 95. All Software installed AND on CD 
One Year On-site Warranty (2nd year option) 

SOFTWARE (supplied on CD) 

Microsoft Works V3, Microsoft Encarta 96, Dictionary 
of the Living World, Matrox MPEG Video Software 
Suite and Creative Labs Sound Suite. 

28 GAMES (supplied on CD) 

Actua Soccer, Destruction Derby 2 (+enhanced 3D), 
Mechwarrior 2 (+enhanced 3D), Scorched Planet 
(+enhanced 3D), Settlers 2, Archimedean Dynasty, 
Transport Tycoon Deluxe, Railroad Tycoon Deluxe, 
UFO Enemy Unknown, Gods, Magic Pockets, 
Speedball 2, Xenon 2, Cadaver, Lotus 3, Zool 2, 
Premier Manager 2, Space Crusade, Gunship, Jack 
Nicklaus Golf, Mig 29, Silent Service 2, Team Yankee, 
Championship Manager '93, FI 9 Stealth Fighter, 

Ishar, Campaign and Grand Prix Masters. 

PLAYABLE EPISODES (not supplied on CD) 
Quake, Duke Nukem 3D, FI GP2, Swiv 3D, Nascar 2, 
Theme Hospital, Carmageddon and Tomb Raider. 

ADDITIONAL FEATURES OF THE 

ZZAP.NET PC 

Phone Blaster 28.8 Voice/Fax/Modem & software 
30 hours of FREE Internet connection. 

01279 600208 Internet Help Desk. 

Supervoice Software (see MAXX.net description) 


tdows 95. All Software installed AND on CD 
le Year On-site Warranty (2nd year option) 

SOFTWARE (supplied on CD) 
rosoft Works V4, Microsoft Encarta 96, Microsoft 
Droute Express (Automap), Microsoft Wine Guide, 
rosoft Explorapedia Encyclopedia, Microsoft 
ative Writer, Microsoft Fine Artist, Microsoft Golf 
Irox MPEG Video Software Suite and Creative 
IS Sound Suite. 

31 GAMES (supplied on CD) 
mula 1 (Psygnosis), Command & Conquer, Star Trek 
G - A Final Unity, Destruction Derby 2 (+enhanced 
, Mechwarrior 2 (+enhanced 3D), Scorched Planet 
ihanced 3D), Sensible World of Soccer, Settlers 2, 
lOTedean Dynasty, Transport Tycoon Deluxe, 
road Tycoon Deluxe, UFO Enemy Unknown, Gods, 
gic Pockets, Speedball 2, Xenon 2, Cadaver, Lotus 3, 
Id 2, Premier Manager 2, Space Crusade, Gunship, 
ck Nicklaus Golf, Mig 29, Silent Service 2, Team 
inkee. Championship Manager '93, FI 9 Stealth 
^ter, Ishar, Campaign and Grand Prix Masters. 

PLAYABLE EPISODES (not supplied on CD) 
lake, Duke Nukem 3D, FI GP2, Svyiv 3D, Nascar 2, 
erne Hospital, Carmageddon and tomb Raider. 

ADDITIONAL FEATURES OF THE 

MAXX.NET PC 

S. Robotics 33.6 Sportster Voice/Fax/Modem 
jradeable to faster speeds when available. 


aakerphone, answerphone, fax broadcasting, 
one book, remote access, voicemail, e-mail and 5 
ar U.S. Robotics warranty. 

I hours of FREE Internet connection. 

279 600208 Internet Help Desk, 
ipervoice Software. Answers your telephone, 
les messages, forwards calls, alerts your pager, 
ids and receives faxes. TextAssist text-to-speech. 


Choose any one of the FREE OBJECTS below ABSOLUTELY FREE or 
PAY LATER, when you buy a GREAT VALUE Special Re|erve PC 


special 

Reserve 

Live (S) http:// 
special.reserve.co.Hk 


Iain Miller is an 
EXPERT 

Please phone him on 
01279 600202 for your 
special needs. Iain and 
his team can discuss 
your requirements and 
supply a built-to-order 
PC or volume orders at 
special prices, 
e.g. PISO tower from as 
little as £500 + VAT 


Estabushed in 1986, Special Reserve is the 

MARKET LEADER IN MAIL ORDER HOME 
COMPUTING. 


WE GUARANTEE YOUR TOTAL 
SATISFACTION OR YOUR MONEY BACK 


Our nationwide team of mobile technicians 

WILL LOOK AFTER YOU 

PC PLUS SAID 

“There is nothing we have seen in the past 

YEAR TO TOUCH THE SPECIAL RESERVE PC”, 
AND THEY GAVE US THEIR GOLD AWARD 
Other press comments and awards are 
listed on pages 46 & 47 of the club mag 


INTEL PENTIUM EDO 

MHz CPU SPEED RAM 

ZAP .PENTIUM P166 MMX.16 MB... 

ZAP.net .PENTIUM P166 MMX.16 MB ... 

PENTIUM P166 MMX.24 MB ... 

PENTIUM P200 MMX.24 MB ... 

PENTIUM P166 MMX.32 MB ... 

PENTIUM P200 MMX.32 MB ... 

PENTIUM P233 MMX.32 MB ... 

PENTIUM P166 MMX.32 MB ... 

PENTIUM P200 MMX.32 MB ... 

PENTIUM P233 MMX.32 MB ... 

ilAXX.net ... PENTIUM II P266 MMX.32 MB ... 

BIZZ PC also available is identical to MAXX but with 


F0XX.net 
F0XX.net 
iAXX ... 
lAXX ... 

Iaxx ... 

IAXX.net 

IAXX.net 

IAXX.net 


EX VAT INC VAT 10% 36 MONTHLY TOTAL 

PRICE PRICE DEPOSIT PAYMENTS OF APR% PAYABLE 

1106.37 ...1299.99 ...129.99 .41.46 ...17.9% ...1622.55 

1140.42 ...1399.99 ...139.99 .42.74 ...17.9% ...1672.63 

1310.63 ...1539.99 ...153.99 .49.12 ...17.9% ...1922.31 

1438.29 ...1689.99 ...168.99 .53.90 ...17.9% ...2109.39 

1404.25 ...1649.99 ...164.99 .52.63 ...17.9% ...2059.67 

1531.91 ...1799.99 ...179.99 .57.41 ...17.9% ...2246.75 

1702.12 ...1999.99 ...199.99 .63.79 ...17.9% ...2496.43 

1472.33 ...1729.99 ...172.99 .55.18 ...17.9% ...2159.47 

1599.99 ...1879.99 ...187.99 .59.96 ...17.9% ...2346.55 

1770.20 ...2079.99 ...207.99 .66.34 ...17.9% ...2596.23 

2025.52 ...2379.99 ...237.99 .75.91 ...17.9% ...2970.75 

most software and games deleted - deduct £150 from MAXX prices 


^se add £15 carriage if purchasing by mail order. Sales Lines 01279 600204 open ‘til 8 pm. We only supply members but Trial Membership is only £1 
nd there is no obligation to buy anything. Options, fitting charges and carriage charges specified at the time of ordering can be added into the purchase 
price for the purpose of finance. All offers are subject to availability and prices and specifications may fluctuate. Personal loans are subject to status. 
Payment can be made by credit card, cheque or personal loan at 17.9% APR (3 years) or 19.1% APR (2 years) with a “FREE OBJECT’ 

Please allow time for cheque or loan clearance. Loans can be arranged on the spot in our club shops. 


Special Reserve - open 'til 8 pm 

01279 600204 

£23,000 Fantasy Formula 1 @ http://special reserve.co.uk 

Please ask about OPTIONS such as extra RAM 

Order by telephone or visit one of our huge club shops in 

Bristol Avon Sawbridgeworth, Herts Chelmsford, Essex 

351 Gloucester Rd (A38) The Maltings, Station Rd 43 Broomfield Rd 

1 V 2 MILES UP FROM THE CITY NEAR THE TRAIN STATION NEAR THE BUS STATION 

0117 924 5000 01279 600399 01245 348777 

All our shop’s have full PC Repair and Upgrade Facilities - We fit almost any item bought for just £10 


Just ask for your choice of FREE OBJECT (Nintendo 64, MS Office 97 SBE, Printer, 
Scanner or Network kit plus game) or request PAY LATER when you order any PC shown. 



rhanno withniit nrior notification. Sent to Dress 7A7^7 Errors & Ommisions Excluded. Inter-Mediates Ltd, The Maltings, Sawbridgeworth, Herts. 































































THE ORIGinAL WARSAfflfflER^ 
GAraE WAS Bit OF A 
DisAPPointiHEnf. 

ASKS Those in The 
Know WHY The seqvel wiLL 
BE so fflVCH BEttER^ 


© HINK ORCS. THINK DWARVES. THINK 

skeletal warriors and spell-slinging mages. 
Now think war. Think unending conflict. 
Think corpse-strewn battlefields and tactical 
manoeuvring. Then weave both of these 
thoughts together in your head and you've more or less 
tagged the world of WarHammer. 

WarHammer is, as you're doubtless aware, a wildly 
successful strategy game from tabletop gurus Games 
Workshop. It inspires rabid devotion in its followers, many 
of whom would doubtless lay down their own lives to 
protect a particularly cherished troop. Players collect and 
paint entire armies of intricately detailed figurines, and 
then lead them into battle against each other using - 
to the outsider at least - a bewilderingly comprehensive 
set of rules and dice throws to decide the outcome. 

Like Space Hulk before it, a computer game translation 
seemed like a damn good idea. And so it was that early 
last year, Mindscape released WarHammer: Shadow Of 
The Horned Rat to a lukewarm reception from the critics. 
Many appreciated what the game was trying to do, but 
found certain aspects lacking. Our very own Godfather, 
Tim Ponting, commented in the April '96 issue of PC Zone 
that although "the concept is brilliant - a real-time 
strategy game that's challenging, with an interesting 
setting and a strong plot," there was no getting away 
from the fact that "the game has driven me mad over 
the past week. I hate it. I love it. I hate it. I've snapped 
the CD in half. And now I'm going to jump off a bridge, 
because I Just can't play It any more". 

The problem? An unwieldy interface, an incredibly high 
difficulty setting and an abundance of 'random events' - 
such as backfiring cannons that wipe out half your units 
- which are all very well in a tactile tabletop game of 
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THEY StKEtCH 
HOUSES, Don’t tHEY? 

W HEN (T CAME TO TRANSLATING 
the famous Games Workshop 
figurines into on-screen sprites, 
the team had not alternative but to use a 
little artistic licence. 

"We had to," explains Jeff, "because if, 
for example, you're looking at a horse, it's 
going to be displayed at an angle of 45 
degrees all the time and it would look like 
it had terribly short legs if you were to 
go and do it all properly." 

"So we stretched its legs a bit and 
gave it huge feet ~ kind of like a 
caricature ~ and then it actually 
looked like a horse from that 
viewpoint. It works really well. I 

mean, to look at it, you'd never 
guess that we'd actually 
interfered with a horse. 
"Er... I mean anatomically 
interfered with a horse," 
he adds, sharpish like. 
"That's even worse," 
interjects particle guru Jon, 
"Quit while you're ahead." 





IP. 

I 


I'i-D 1 


u 
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figures and dice, but downright annoying in a real-time 
computer strategy game. Those who'd bought the game 
either gave up, grimly soldiered on or got hold of one of 
the many cheat hacks that rapidly became available on 
the Internet. The game sold moderately well, but didn't 
exactly set the world alight. 


(Above & right) The developers have 
spent a considerable amount of time 
and effort making WarHammer 2 look 
totally lush in the visuals department. 
We reckon it's been well worth it. 



’S BACK.- AHD it’S PISSED OFF 

But now WarHammer Is back on your PC. And here's the 
good news - the programming team have taken the 
almost unprecedented step of actually paying attention to 
what gamers said about the original product and have 
done their utmost to Improve It in every conceivable 
manner. What we're left with is WarHammer 2: Dark 
Omen, which looks set to create a splash (and hopefully 


stand out among the rash of other 
releases with the word Dark in 
the title), by virtue of its many 
apparent charms - a very 
impressive 3D engine (fully 
compliant with accelerator 
cards), plenty of spangly 
special effects and a huge, 
solid slab of overhauled gameplay. 
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PC Zone paid a visit to Mindscape’s Burgess Hill HQ 
to see how the game was getting along and to chew the 
fat with some of the team working on it. We are pleased 
to report that It looks utterly ooh la la. We witnessed 
the game running on a Power VR-enhanced Pentium and 
were Impressed by the fluidity of the engine (the playing 
area can be rotated or zoomed In and out throughout 
the game), the funky lighting and sound effects (the 
game features 3D sound placement techniques) and the 
fast-moving nature of the gameplay. A sad, bespectacled 
spodfest it certainly is not. It's a sexy piece of work. 

The game features many of the characters who first 
appeared in Shadow 
Of The Horned Rat. Once 
again the player takes 
command of Commander 
Bernhardt, leader of the 
Grudgebringers, as he 
leads his armies into a 
series of story-linked 
battles. There are two 
main class of enemy - 
the Greenskins (goblins, ores, trolls and the like) and the 
Undead (shambling zombies, skeleton warriors, mummies, 
vampires and Eammon Holmes). You'll mostly be up 
against the latter (George A Romero, eat your heart out). 
On your side, there's a variety of units available. Aside 
from the Grudgebringer stalwarts, you'll find yourself 
commanding dwarves, knights, wizards (who, ahem, rock), 
ogres, flagellants (nihilistic madmen who won't balk at 
fighting to the death - Morrissey they are not), wood 
elves and treemen (who are, as their name suggests, made 
entirely out of tree and are not to be trifled with). 

KEEP ’Em PEELED 

There are around 30 single-player missions on offer (with 
subsequent mission packs to follow), and also a dedicated 
two-player mode, complete with separate battlefields 
(upon which you can fight as whichever side you choose). 
WarHammer nutzoids and real-time strategy fans alike 
should be in seventh heaven. 

There's still plenty of work to be done. When PC Zone 
visited, some of the sprites weren't yet complete - so a 
slavering pack of flesh-eating ghouls was represented 
by a placemarker army of what appeared to be fluffy 
white throwcushions - but the team are making steady 
progress and plan to have the game ready for release in 
September. We'll keep you posted - and, of course, we 
will also be running the definitive review as soon as is 
magazinely possible. Sit tight and just be patient. 0 




WE ASK. tHEY AnSWERl HlinDSCAPE 
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WE ASK. They ahsweri 

GAfflES WORKSHOP 

Games Workshop are a runaway 
success. They've got 150 shops 
worldwide - 102 of which are in 
the UK. Aside from their well-known 
tabletop games and figurines, they 
also publish magazines (such as White 
Dwarf), run a distribution chain and 
doubtless control a huge underground army 
of und^ad warriors to boot. We asked Games 
Workshop's Jon Gillard a few questions about GW 
- and their involvement with the WarHammer 2 project. 
And this, dear friends, is what he said... 

PC Zone: Games Workshop is pretty successful. How did it all start? 

JG: It started in the late '70s as a hobby game distributor and retailer, 
bringing things like Dungeons and Dragons and Traveller into the UK. We 
then merged with Citadel Miniatures in the '80s and started developing 
our own game systems - and the relevant miniatures to use with them. 

In the late '80s we decided to concentrate on our own range. This led to 
the further development of our two mainstay games - WarHammer and 
WarHammer 40,000 - culminating in their current format. Along the way, 
we generated a lot of other games, such as Necromunda, Bloodbowl, Man 
0 War and Space Hulk, to name but a few. All these are based in either the 
WarHammer iantasy universe or the WarHammer 40,000 sci-fi universe. 

PCZ: You've got all the angles covered, haven't you? 

JG: Yes. We do everything ourselves. We design, manufacture, distribute to 
independent retailers, retail and sell goods through mail order to ensure 
hobbyists are given the best product and service possible. 


Computer games are more of a pastime, whereas what we do Is a very 
involved hobby. The joys of computer games are many, but inevitably 
they're not very physical. Collecting miniatures, painting them and 
physically moving them around a battlefield are all tactile pleasures that 
I can't see computers matching. During 
the recent boom years of the computer 
game business, we've continued to 
grow at a consistent rate of around 
40 per cent a year. 

PCZ: Have you ever dressed up as an 
angry Viking and swung a sword around? 

You know, for a laugh and stuff. 

JG: What has my girlfriend been saying? 

Do you want me to get you an address? 



PCZ: How are ail those intricate figurines made? 

JG: First, a figure designer sculpts the model out of green stuff - that's 
an official term - at our design studio In Nottingham. Then the model is 
pressed in a rubber mould, which is used to make master figures. These are 
used to make production moulds, which are filled with molten metal and 
then spun In a centrifuge. Next, the figures are ritually sacrificed on an altar 
to the Chaos God Khorne, which results in the real Citadel miniatures being 
summoned from the Warp, where they exist as Warp space representations 
of the Souls Of The Damned. It's a lengthy process, but it's difficult to use 
the traditional methods, what with virgins being so rare these days. 

PCZ: Er, right. Anyway, all this WarHammer stuff is incredibly violent. 
Does violence ever erupt for real? 

JG: About the most violent our games get is at about one In the morning 
when you've had ten pints and your mate's just wiped out your favourite 
Wraithguard unit. And even then the only consequence is an exchange of 
slurred insults, followed by both of you glowering across the table until 
you fall asleep. Or over. 



PCZ: So what is WarHammer about exactly? 

JG; Like all our games, it's a tabletop miniatures 
wargame. It involves collecting, painting and gaming 
with fantasy figures. It's an all-encompassing hobby 
- it covers everything from reading up background 
material, to modelling and painting your figures and 
scenery, to actually playing games and campaigns with 
your mates. I suppose the easiest thing to compare It 
to is playing with Airfix World War II toy soldiers - but 
with a definite and elaborate system of rules. And, of 
course, it's set in the worlds we create. 


PCZ: GW were closely involved with the fii 
WarHammer game. Is that true for this sequel? 

JG: Absolutely. We're deeply protective of our imagery 
- we've spent many years building It up and we keep very tight control to 
ensure that it isn't misinterpreted. This is one of the reasons why we 
haven't done many computer games in the past, because we have to be 
working with people who understand our particular form of madness. We 
also do It because it's a lot of fun to be involved in. 


PCZ: Let's veer wildly off-topic for a moment. If a plane and a tank had 
genitals, which would have the biggest dick? 

JG: Oh, come on - you have to be more specific than that. Are we talking 
about a Lancaster versus a Tiger II, or an A-10 versus an Ml Abrams? Besides, 
I'm not sure I can answer - it's probably covered by The Official Secrets Act. 





PCZ: Some parties {PC Zone included) felt WarHammer: Shadow Of The 
Horned Rat was just too damn hard. Did you agree? 

JG: I have to say I found some of it pretty tough - that bloody Wyvern ~ 
but I still played it through five times - perhaps because it was challenging. 
And no, I didn't know any cheats. A lot of the difficulty stemmed from the 
interface and the lack of feedback from the game about what was going 
on - but these are things that Jeff and the guys have addressed in Dark 
Omen. It's always difficult to walk that fine line between "too hard" and 
"too easy", but I'm confident we've got it right this time. 

PCZ: Can you envisage a time when computerised versions of tabletop 
games will supersede traditional figurine-based ones? 

JG: No. I think they're completely different forms of entertainment. 


PCZ: The future. What does it hold for Games Workshop? 

JG: More of the same, really. We now have companies In nine countries. That 
will increase, as will the number of shops - both independent and GW. We 
want to build the hobby around the world and we haven't even scratched 
the surface yet. 

Any more computer game tie-ins on the cards? 

JG: Yes, simply because we like the idea of our universes being represented 
in other ways - such as computer games, books or films. If it's fun then 
we'll consider it. I can't give too much away, but I can tell you that at the 
moment I'm working on five other computer games for release in the next 
two years - with others in the pipeline after that. 
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PRICE! CHOI 


THESE HAVE MAD I 
OF COMPUTERS '/ 


ONE STOP GAME 
WIZARDS 

Game Wizard is the ultimate i^ay to 

MASTER YOUR FAVOURITE 6AMES. 

Includes full-motion videos to held 
CONQUER each LEVEl/PUZZLE, MAPS 
AND HINTS. Game Wizard runs in a 

WINDOW DURING PLAY, CONSTANTLY 
MONITORING THE GAME. If YOU GET 
STUCK, OR WANT BEHER WEAPONS OR 


Lucas arts archives • Indiana jones fate of atiantis, sam n max, day 

Of THE TENTACLE, KIEL ASSAULT SKOAL EDITION, STAR WARS SCREEN SAVER 
PLUS DEMOS OF FULL THROTTLE, DARK FORttS, KBEL ASSAULT 2, THE DIG AND HE 
FIGHTER COLLEHOB CD. AU THIS FOR JUST £28.99 


20 Giant Garres ■ Includes B- 17, Dogfight, F- 117A, Starlord, 

Civilisation, Grand Prix, Subwar 2050, Master Of Orion, F-15 
Strike Eagle 3, Machiavelu the Prince, Zone Raiders, Sensible 
Golf, Lure of the Temptress, Iron Assault, Manic Karts, Goal, 

Hokum KA-50, Poa, Hand of Fate, CoNSPiRAa. £35.99 

3D Ultra Mini Golf.£13.99 

3D Ultra Pinball 2.£21.99 

4-4-2.£15.99 

688i Hunter Killer.£28.99 

9, - 


EVBW TIME YOU PUCE AN ORDER YOU RRAY CHOOSE AINECE OF 
SOFTWARE FROM OUR FREE GIFT UST OF SOFTWARE AND 
ACCESSORIES. THERE IS A UIMT OF ONE FREE OFT PER WEEK BUT 
ORDER VALUE TO QUALIFY. SECONDLY, YOU WILL Af" 


...£21.99 


Actua Soccer CLUB EDITION.£25.99 

AD&D Blood & Magic.£24.99 

Age of Sail .£2i99 

AH64-D Longbow Gold.£24.99 


NO MINIMUM ORDER VALUE TO QUALIFY. SECONDLY, YOU WILL Al^ 
RECEIVE OUR UTEST CATALOGUE PACKED WITH MOW OFFE^ 

u ^ mmmK ) iS ^ patyoukmsonmEvtmi ( M»a 

Cyberstorm £14 99 

D1000 - 1000 EXTRA LfVELS FOR DOOM & Dckdm 2”!!”."!£11 ^99 

Daggerfall: Elder Scrolls 2.£24.99 

Dark Forces 2: Jedi Knights. .£28.99 

Darklight CoNFLia.£29.99 

Daytona USA.£23.99 

Deadly Games ■ Jagged Alliance 2.£19.99 

Deadly Tide.£18.99 

Death Rauy .£l 7.99 

Descent 2.£12.99 

Destruction Derby 2.£24.99 

Diablo.£26.99 


Albion.£19.99 

Auied General.£24.99 

Amiga Emuwtor CD (100s of Amiga games).£14.99 

Animal.£25.99 

Apache Longbow & Hind Double Pack.£14.99 

Arcade America.£14.99 

Archimedean Dynasty.£16.99 

Area 51.£19.99 

Armoured Fist 2.0 (Win '95).£29.99 

ATFUS.. £24,99 


Die Hard Trilogy.£27.99 

Discworld.£13.99 

Discworld 2. £24.99 


Microsoft Flight Sim 6 for Win '95.£37.99 

Microsoft Southern California Data Disk for F36.£23.99 

Microsoft FughtSim 5,1 4 New Vork -f Paris .£37.99 

Scenery Disk 6.0 ■ England & Wales . £17.99 

Scenery Disk 5.1 - British Isles 1 & 2, China. .each £19.99 

Scenery Disk 5 .1 ■ Europe 1 .£29.99 

Scenery Disk 5.1-Las Vecas/Canada . each £12.99 

Flight Sim 5.1 Tom. £39.99 

Flight Sim 5.1 Scenery & Objeo Designer.£36.99 

Flight ShopVI- NOW FOR FS 5.1 & FS 6 . £35.99 

Fught Sim FSFX V2 - Contains extra planes^ scenery, sounds 

EKFORF 55.1 & FS 6 . £28.99 

Boeing/Business Jets/Airbus/Great Airlines .each £ 19.99 

Perfeg Fught 2 Round the World DiskforMSFSS.I & 6£21.99 
Flying Classics for FS6 -flt some of the most significant aircraft 
OF the 20th Century from a Sopwth Camel to Concorde. £17.99 


LIVES, ETC, SIMPLY CLICK ON GaME WIZARD AND IT WILL PAUSE 
THE GAME AND POP UP TO HELP IMMEDIATELY. 

DUKE NUKEM, MDK, DIABLO, TOMB RAIDER, NASCAR 
2, LORDS OF THE REALM 2, MAGIC THE OATHERING, 
PHANTASMAGORIA 2, BLOOD EACH AtO.99 
ALSO AVAILABLE: EXTRA LEVELS, CHEATS, ETC: 

D! Zone 2 (Doom A Doom 2) .£9.99 

Duke Zone (Dune Nukem SD).£12.99 

H! Zone (Heretic) .£9.99 

01 Zone (Quake).£13.99 

Wl Zone (Warcrapt).£9.99 

W! Zone 2 (Warcrapt 2) .£9.99 


L 


r£n.99 ; 


The first item you select from the 

FOLLOWING LIST WILL BE CHARGED AT THE 
PRICE SHOWN, BUT FOR EVERY EXTRA ITEM 
YOU MAY DEDUCT £1 FROM THE COST SHOWH! I 


Doom 2 (Win '95) + FREE D Zone or D Match.£13.99 

Duke Nukem 3D.£10.99 


Duke Nukem 3D Plutonium Kit (add-on levels)..£16.99 

Dungeon Keeper.£27.99 


Atomic Bomberman.£21.99 



Bahuground 

Battleground Ardennes.£19.99 

Battleground Antietam.£25.99 

Battleground GEnYSBURG....£19.99 

Battleground Napoleon.£26.99 

Battieground Shiloh . £19.99 

Battleground WArERL00...£25.99 


EA Cricket'97.£25.99 

Earthsiege 2.£12.99 

EF2000.£23.99 

Eradicator.£23.99 

Essential Compiiation vol 1 - FI, FIFA, PGA 486.£12.99 

Euro'96.£16.99 

Exhumed.£22.99 

FI 6 Fighting Falcon.£24.99 

F22 Lightning 2.£22 99 

FA-18 Hornet.£26.99 

Fable.. 


...£19.99 


Award Winners 1 ■ Screamer, Actua Soccer, Pro 

Pinball the Web & Star Trek TNG .£23.99 

Azrael's Tear.£19.99 

Back to Baghdad.£22.99 

Baku Baku Animal . £19.99 

Barbie's Fashion Designer.£29.99 

Battle Sport.£21.99 

Battlecruiser 3000AD . £19.99 

Battles of Alexander.£25,99 

Beavis & Buttheao Series.each £ 9,99 

Bedlam.£29.99 

Betrayal 2.£25.99 

Birthright.£25.99 

BLOOD.£26.99 

Board Game Classics.£12.99 

Bridge Master Classic with Omar Sharif.£31.99 

Broken Sword. £19.99 

Bust A Move 2.£17.99 

Capitalism Plus.£25.99 

Carmageodon.£26.99 


Fatal Racing.£14.99 

Fifa Soccer '97.£22.99 

Fifa Soccer Manager.£26.99 

Final Doom.£19.99 

Flying Corps.£26.99 


Formula 1 (Psygnosis) Win '95 & D3D/3DFX.£32.99 

Formula Karts.£25.99 

Fragile Allegiance.£22.99 

FX Fighter.£9.99 

Gabriel Knight 2: The Beast Within.£19.99 

Game Wizards (See box above).each £10.99 

Gender Wars.£24 99 



Your Computer Pets! 

Dogz & Catz uvi on your computer's 

DESKTOP WHERE THEY CAN EAT, SLEEP, 
PUT GAMES AND RUN AROUND. BORN A 
PUPPIES AND KITTENS THEY DEVELOP A 
UNIQUE LOOK AND PERSONAUTY EACH £13.99 



Cave Wars.£23.99 

Championship Manager '96/'97 + Germany '95!! .£16.99 

Championship Manager Foreign Leagues Fr, Ger, M FOR £9.99 

Chessmaster 5000 .£26.99 

Civilisation 2 & Conflicts in Civilisation.£27.99 

Civilisation 2 Data Disk: Conflicts in Civilisation. £12.99 

Clandestiny.£19.99 

Close Combat.£30.99 

Cluedo....£31.99 

COMMANCHE 3.0 (Novalogic).£28.99 


Gene Wars.£24.99 

G-Nome.£17.99 

Gloriana.£30.99 

Goosebumps.£32.99 

Grand Prix 2. £23.99 


Grand Prix 2 + Grand Prix Manager 2. £31.99 

Perfeq Grand Prix • extra cheats & editors for GP2E1 1.99 
Grand Prix Manager 2. £17.99 


Command & Conquer... 


...£17.99 


CoNWiAND & Conquer Red Alert .£26.99 

Perfect Alert - 100 levels for Red Alert .£9.99 

Quench: 1000 extra levels for Red Aiert .£11.99 

Counterstrike - official Red Alert Data Disk.£11,99 

Covert Operations - official C&C Data Disk.£10.99 

Command & Craft ■ Data disk for C&C & Warcrapt 2£11.99 


Conquest Earth.£26.99 

Cover Girl Strip Poker.£14.99 

Creatures . £18.99 


GT Racing.£19 99 

Guts N Garters. £21.99 

Hardcore 4X4.£25.99 

Harvest OF Souls.£25.99 

Heli-Cops. £16.99 

Heretic: Shadow of the Serpent Riders.£12.99 

Heroes of Might & Magic 2.£26.99 

Heroes of Might & Magic 2 Data Disk.£14.99 

Heroes of Might and Magic Trilogy.£19.99 

Hi Oqane.;.£14.99 

Hind & Apache Longbow Double Pack.£14.99 

Holmes 2 - Rose Tahoo.£29.99 

iF22 Raptor. .£26.99 



Crusader No Regret.£19.99 

Cyberjudas.£14.99 


iMlA2 Abrams.£26.99 

Ian Botham Cricket.£19.99 

Imperium Gauctica.£26.99 

Independance Day. £25.99 


0113 234 0444 

SALES HOTLINES 

OPEN SEVEN DAYS A WE& 


ALL 

Pilcii 

MNCLUDI 

VAT. 


1 SAUS LIMtS OPiN: 

I MON-FRI 9am - 8pm 
J SATURDAY lOom - 7pm 
SUNDAY 10am-4pm 



NASCAR 2.~.t^*.99 

NBA Live '97.£22.99 

Need for Speed 2.£27.99 

Network Q Rally.£17.99 

NFL Madden '97.£22.99 

NHL Hockey '97 £22.99 

Nitro Racers.... £16.99 

NoRespeq. £21.99 

Oasis Interactive .£21.99 


I NOQUIBBUBKHANGePOlKYlF 

YOU ARE UNHAPPY WITH YOUR 
PURCHASE FOR ANY REASON, SIMPLY 
RETURN THE ITEM IN PERFEa 
CONDITION WITHIN 48 HOURS OF 
RECEIPT BY RECORDED DELIVERY AND 
SUBJEa TO A FEE (10% OR MINIMUM 
£^, WE WILL SW^ IT FOR ANOTHER 
rr^^lS OFFER APPUES ONLY TO 
ITEMS USTED IN OUR MOST CURRENT 
ADVERTS. WE RESERVE THE RIGHT TO 
REFUSE EXCHANGE IF THE ITEM IS NOT 
RECEIVED BACK IN PERFEa 
CONDITION). 


ORDSR WITH COMfIDEHCt FROM 
ONE OF THE LARGEST DISTRIBUTORS IN 
THE COUNTRY! OVER 600,000 SOFTWARE 
ITEMS SUPPLIED SO FAR AND YOU WILL BE 
SAFE KNOWING THAT YOUR CREOlT 
CARD WILL MOT Bi DEBITED UNTIL 
DESPATCH! 



QUAKE 

£24.99 

Aftershock Toouot. 

£17.99 

Quake Toouot . 

£12.99 

Q! Zone 

£13.99 

Scourge of Armagon.EI 9.99 

Shrak! . 

.£14.99 

DesounoN OF EiBMtTY £19.99 


0 


WE PROVIDE ONE OF THE FASTEST 
DELIVERY SERVICES AROUND, 2-3 
WORKING DAYS MAX ON STOCK ITEMS. 


Oddballz.£13.99 

Olympic Games.£19.99 

Olympic Soccer.£17.99 

OuTUWS.£27.99 


(PLEASE ALLOW 8 DAYS FOR CLEARANCE 
IF SENDING A CHEQUE) 


Outpost 2.£27.99 

Pandemonium.£22.99 

Pandora Directive.£19.99 

PGA European Tour ... .......£7.99 


0 


isr CLASS DEUVERYFREE OP 
CHARGE TO U.K. (MAINLAND. NEXT 
DAY DELIVERY FROM £4. PLEASE 
ORDER BEFORE 3PM TO ENSURE 
IMMEDIATE DESPATCH. 


r-y\ ORDER BY CREDIT CARD, CHEQUE, 
LX POSTAL ORDERS OR CA^ (PLEASE SEND 
UtJ CASH BY REGISTERED POST FOR YOUR 
OWN PROTECTION). SORRY, NO CASH 
ON DELIVERY. 


0 


1000'S OP TITLES AVAILABLE, 

WE ALSO STOCK GAMES & 
ACCESSORIES FOR SEGA SATURN & 
OTHER CONSOLES AND PC 
SOFTWARE. 


PGA Tour Golf '96 Gold.£23.99 

Pga Tour Pro.£26.99 

PGA Nippenburg/Oxfordshire Euro Tour Disks.£16.99 

PGA Spanish Bay/Sawgrass Tour '96 Disks.£16.99 

Phantasmagoria 2.£2^99 

Pinball '97.£12.99 

POD.£27.99 

Police Quest Collection 1-4.£21.99 

Police Quest Swat.£9.99 

Premier Manager '97.£2199 


Privateer 2: The Darkening.£27.99 

Puzzle Bobble.£17.99 

QAD.£18.99 


Rama.£29.99 

Rayman (windows '95).£18.99 

Rebel Assault 2.£26.99 

Redneck Rampage.£24.99 

Reloaded.£24.99 

Resident Evil...£27.99 


...£30.99 


Riven(Myst2).£LOWEST-CALL 

''‘dRash. . 


nternational Rugby League.. 

Interstate 76.. 

Jack NiaiAUS 4 

Jetrghter 3. 

Jonah Lomu Rugby 

Kick Off '97. 

Kings Quest Coll 1-6. 

KKND. 

LBSUR£SurrlARRY7. 

lawwjGS PAiFmi + Oh No! More lawwGS + IfMMWGsJEl 2.99 
Lighthouse.... .£19.99 

Links Gaf 486 LS.£32.99 

Links LS '98.£29.99 


....£29.99 

.£26.99 

.£27,99 

.£24.99 

.£27.99 

...£19.99 

.£15.99 

.£22.99 

.£27.99 


Road Rash....'.£2199 

Roberta Williams Anthology -14 Games!! inc KQ 1-7.£25.99 

Sampras Extreme Tennis.£18.99 

Scorcher.£18.99 

Scrabble (3.5" Disk).£17.99 

Screamer 2.£19.99 

Sega Rally (requires Pentium 90 or higher).£22.99 

Sega Worldwide Soccer.£28.99 

Sensible World of Soccer 96/97.£19.99 

Sensible World of Soccer 96/97 Data Disk.£9.99 

Settlers 2.£14.99 

Settlers 2 Mission Disk.£12.99 

Shadow Warrior.£26.99 

Shahered Steel.£19.99 


Links 386/LS Courses Per Pair Ring for details.£19? 

Links LS Course Libraries Vols 1,2,3 - call for details,..£16.99 
Links LS Courses: Valhalla/Oakund Hills ...each £16.99 

Lords of the Realm 2.£27.99 

Lords of the Realm 2 Data Disk.£9.99 

Lucas Archives Vol 2 - Tie Rghter Colleqor's CD, Dark 

Forces, Rebel Assault 2, Making Magic.£39.99 

Machine Hunter.£23.99 

Magic the Gathering (Micromose).£24.99 

MAReLEDROP.£12.99 

Master of Dimensions.£23.99 

Masters OF Orion 2.£23.99 

MDK - 



...£26.99 


Megapak 6 ■ Includes Allied General, Riddle of Master Lu, 
Kyrandia 3, Acton Soccer, Pinball 3D, Manic Karts, Druid, Al 
Under Jr Racing, Steel Panthers and Death Gate.£29.99 


Megapak 7 • includes Road Rash, Earthworm Jim, Caesar 2, 
Heroes of Might & Magic, Cyberstorm, Creature Shock, AlO 
Tank Cuba, Gene Wars & 3D Ultra Pinball 2.£29.99 


Megarace 2.£21.99 

Micro machines 3.£LOWEST 

Microsoft GaFV3.£14.99 

Microsoft Return of Arcade • Pacman, Pole Position, Dig 

Dug AND GalaxianI! (Win '95 only).£17.99 

Monopoly.£31.99 

Monster Truck Madness.£30.99 

Monster Trucks.£29.99 

Monty Python & The Hcty Grail.£19.99 

Mortal Kombat 3 (specify Win '95 or DOS).£12.99 

Moto Racer. £28.99 

Muppet's Treasure Isund.£26.99 

Myst.£17.99 


Sierra Sports: Golf.£21.99 

Sierra Sports: Baseball '98.£21.99 

Silent Hunter.£21.99 

Sim City 2000.£17.99 

Sim City 2000 Couection includes Sim City 2()00, Urban 
Renewal kit + Scenario Disk 1 + Disaster Disk -e S! Zone£25.99 

Sm Copter.£27.99 

Sim Golf.£17.99 

Sim Isle.£9.99 

Sim Tower.£12 99 

Sonic CD.£20.99 

Sonic & Knuckles.£19.99 

Space Hulk 2: V.O.T.B.A.£11.99 ^ « - 

Specct CD '97 (3000 SPEaRUM & 1200 C64 games)£1 4.99 

Star Command.£2199 

StarContikxS.£19.99 

Star General.£24.99 

Star Trek Borg.£21.99 

Star Trek Deep Space 9 Harbinger.£15.99 

Star Trek Generations + EXCLUSIVE Al Poster...£31.99 

Star Trek Kungon.£17.99 

Star Trek Omnipeoia.£17.99 

Star Trek The Next Generation: A Final Unity.£10.99 

Star Wars Trilogy Desktop.£12.99 

Steel Panthers. £24.99 


11th Hour..... 

3D Lemmings. 

3D Ultra Pinball. 

1942 Pacific Air War Plus.. 

1944 Across THE Rhine.£9.1 

7th Guest .£9.fl 

Actua Soccer .£i li 

Armoured Fist .£l0a 

Ascendanct.£10.5 

Assault Rigs.£9.1 

A Train.£84 

Beneath A Steel Sky.£91? 

Betrayal at Krondor.£10,11 

Big red Racing.£9.1 

Bioforge.£10.1 

Cannon Fodder 2.£9.1 

Caesar.£9.1 

Championship Manager 2.£14 

Championship Manager Italia '96/Germany.each £4.i 

Championship Manager 2 96/97 Data Disk .£7.tf 

Chronicles of the Sword.£8.1| 

Chronomaster.£8.4 

Civilisation .£9.9f 

Crusader No Remorse.£10.9! 

D.£9,a 

Dark Forces.£12.4 

Day of the Tentacle.£14 

Deadune .£9,9f 

Descent 2.£12.9J 

Desert Strike & Jungle Strike.£12.9! 

Destruction Derby.£12.91 

Detroit.£7.9( 

Dune 2.£10.91 

Dungeon Master 2.£11.4 

Earthsiege .£9,9r 

Ecstatica.£9.1 

FI Grand Prix.£9.1 

F-15 Strike Eagle 3.£9.9( 

Fade to Black.£9.91 

Fields Of Glory.£7.1 

Flight of the Amazon Queen + Exclusive Hint Book! .£9.91 

Flight Unlimited (DOS)...... 

Full THRomE.£lii 

Flashback.£9^ 

Gabriel Knight.£9^ 

‘ ■ £8.99 J 


Steel Panthers 2.£2199 

Strikepoint: The Hex Missions.£19.99 

Super Puzzle Fighter 2.£12.99 

Syndicate Wars. £22.99 

Ten Pin Alley.£27.99 

Terminator: Skynet.£16.99 

Terracide.£26.99 

Test Drive: Off Road.£23.99 

Theme Park & Transport Tycoon double pack.£16.99 

Theme Hospital. £26.99 

Third Reich.£27.99 

Tie Fighter v X Wing.£27.99 

Tiger Shark. £28.99 

TNN '96 Fishing.£16.99 

Tom Clancey SSN.£21.99 

Tomb Raider.£26.99 


Toon Struck.£19.99 

Top Gun.£10.99 

Total Animals: Includes Catz, Dogz & Oodballz£ 19.99 
Total Heaven ■ includes Civilisation 2, Settlers 2 and 

Sim City 2000.£29.99 

Total Insanity • includes PGA European Tour, 

Network Q RAC Rally & Star Trek TNG.£26.99 

Trash It.£28.99 

Trophy Bass Fishing 2.£17.99 

Ultimate Doom.£11.99 


Heretic.£11,9 

Indycar 2.£14 

Jiaamy White's Snooker. £ 119 

Kings Quest 7.., 

Iast Dynasty. £99! 

Leisure Suit Larry 6 £109 

Links Golf 386.£9.9 

Little Big Adventure £1091 

Magic Carpet -f Hidden Worlds .. 

Magic Carpet 2. 

Micro /Machines 2 Special Edition .. 

Monkey Island 1 &2.£11.9 

NASCAR Racing + Track Pack.£1^ 

Navy Strike.£119. 

NBA Live '96.£11.99 

NHL Hockey'96.£10.99 

Pirates! Gold.£9.9!“ 

Player Manager 2 Extra.£9.91 _ 

Populous 2 & Powermonger.£9.991 

Psycho Pinball.£11.991 

Railroad Tycoon Deluxe.£9.99 J 

Rebel Assault.£10.99 J 

Return to ZoRK..?..£7.991 

Riddle of Master Lu.£9.991 

Rise of the Robots..£5.991 

Rise of the Triad .£9.99i 

Sam & Max Hit The Road.£11.991 

Screamer.£8.99 I 


Ultimate Family Collection • Sim City 2000, Sim Town, Super Streetfighter 2 Turbo 


Sensible World of Soccer (Euro '96 Edition) ....£9.991 

Shell Shock.£10.993 

Silent Thunder. £9991 

Sim City.£9.991 

Sim Ant/Earth/Farm/Life.each £199 

Slipstream 5000.£6.9j 

Speed Demons.£9.99 

Speed Haste.£10.4 

Star Trek 25th Anniversary.£11.9 

Strife.. 


Pinball '95 -f Marty & Trouble with Cheese.£22.99’ 

Ultimate Soccer Manager 2.£11.99 

US Navy Fighters '97.£24.99 

Vegas Girls.£26.99 

ViRTUA Cop...£24.99 


Virtua Fighter.£24.99 

Virtual Snooker.£19.99 

Voodoo Kid.£22.99 

Voyeur.£11.99 

Warcraft 2 Deluxe inc 50 extra levels -f hint book£27.99 

Warcrah 2 - the next 70 Levels (official data disk).£14.99 

Warhammer: Shadow of the Horned Rat.£17.99 

Warwino.£21.99 

Wing Commander 4.£22.99 

Wipeout 2097.£31.99 

WiZADRY GOLD/WiZADRY NEMESIS.EACH £28.99 

WoiFENSTEIN 3D.£12.99 

World Rally Fever.£15.99 

Worms & Worms Reinforcements.£20.99 

Worms Reinforcements.£9.99 

X Com: Apocalypse.£27.99 

X Com Compiution - X Com Terror From the Deep, UFO 

Enemy Unknown plus Both Official Hint Books.£27.99 

X Men Children of the Atom Win 95.£21.99 

X Mies - Data Disk for Network Q Rally.£9.99 

Yoda Stories..:.£15.99 

Z.£19.99 


Syndicate Plus.£10.995 

System Shock.£10.993 

Tekwar.£9.99 J 

Terminal Velocity .£12.99 is 

Terranova .£10.99 id 

TFX.£10.993 

The Dig.£10.991 

Theme Park.£9.99 'S 

This Means War .£1^99 a 

Thunderhawk 2.£9.99 a 

Tie Fighter Collector's CD .£12.99 5 

Torrin's Passage.£9.993 

Total Mania.£199^ 

Transport Tycoon & World Editor.£9.99 ! 

UFO Enemy Unknown . £9 99 a 

Ultimas.£10.99 i 

Under a Killing Moon.£9.99 p 

Unnecessary Roughness '95.£11.99 ^ 

US Navy Fighters.£11.99 

Virtual Pool.£9.99 ■ 

Warcraft...£10.99 ■' 


WiaiAMS Arcade Classics .£9.99 \ 

Wing Commander 3.£12.99 5 

Wipeout.£10.99 1 

Witchaven 2. £9.99 a 

WOLFPACK. *. .£10.99 3 

X Com: Terror From the Deep. £8.99 J 

X Wing Collection.£12.99 I 


WE DO NOT CHARGE YOUR CREDIT CARD UNTIL YOUR ORDER IS DESPATCHED,^ SO YOU CAN RESERVE YOUR NEW RELEASES TODAY! 










































































































































































































































































































































































































































































































































I QUALITY! SERVICE! 


NE OF THE LARGEST SUPPLIERS 
\RE IN THE COUNTRY TODAY!! 


HOME & REFERENCE 


MICROSOFT SPECIAL OFFERS 



3D Movie Maker Nickhooeon. 

30 Mome Maker Standard. 

500 Nations. 

RRP 

....£49.99. 

....£49.99. 

....£29.99. 

OFFER 

. £30.99 

. £32.99 

.£15.99 

ittsss V7 . 

..£199.99 . 

. £69.99 

Ancient Lands. 

....£29.99. 

.£24.99 

teGALLERY. 

....£49.99. 

.£32.99 

AliiorouteV5.^. 

..,,£59.99. 

.£48.99 

lOOKSHELF '96 .... 

....£49.99 . 

. £39.99 

Cmemania '95. 


.£12.99 

Onemania '97 . 

. .£49.99.... 

.. . £24.99 

CoMfosERS Collection. 

CeATNE Writer & Fine Artist. 

....£69.99 . 

....£59.99 . 

. £40.99 

tll.99 

Duir.fBniis Cbhtiimr. 

PM 00 

J14.f9 

Dogs. 

Onosaurs.- . 

....£39.99 . 

£29.99 . 

. £24.99 

.£24.99 

Encarta World Atlas 97 

Encarta '95. 

£49.99 . 

. £38.99 

.£19.99 

Enouta '97 ................................ 

Fiaml Lloyd Wright. 

Money Win. '95).... 

,...£49.99 . 

£39.99 . 

£29.99 . 

. £38.99 

£24.99 
.£15.99 

Music(fe Composer) 

Music Cbntwl '96 . 

Musk Central '97... 

Oceans. 

£29.99 . 

....£49.99 . 

£29.99 . 

£39.99. 

. £24.99 

. £17.99 

. £24.99 

.£24.99 

Offke'95 Standard V7 

rhact'07 Psn „ 

..£199.99 . 

PJtOOOO 

. £69.99 

rmee 

Plus (For Windows'93T' ’ 

Plus FOR Kids. 

£49.99 . 

£19.99. 

. £35.99 

.£17.99 

Publisher V2 for Win 3 1. 

£99.99 . 

.£29.99 

PuiusHER'97 FOR Win '95. 

..,,£99.99 . 

.£84.99 

Student Oma '97 . 

,,„£99.99. 

.£84.99 

Stuoent Pubusher . 

Student Visual Basic/Visual C++ 

Student Win '95/Workstation . 

Student Works . 

,...£39.99 . 

...£99.99 . 

. £29.99 

.£84.99 

...£59.99 . 

^£39.99 

. £42.99 

.£29.99 


£99.99... 

£73.99 

Wine Guide. 

...£49.99 

J14.99 

W0RDV7 

Works V3 + Money . 

£299.99. 

£69.99 . 

.£149.99 

.£29.99 

Works V4 + Money 

£79.99. 

.£33.99 



3D Walkthrough Home Designer. £32.99 

DttWNG Test Pass First Time. £19.99 

BBC Atteborough's Antarctic. £23.99 


..£12.99 

..£19.99 

..£23.99 

..£10.99 

..£14.99 

..£26.99 


BBC Garden Designer 2.. 

BBC Garden Designer 3.. 

BBC Mastermind 
Bodyworks 5 

Compton's Encyclopaedia '97. 

Corel Draw 4 

Corel Draw 7.£149.99 

Discover Astronomy.£13.99 

Dugon DiaATE Voice Recognition Software..£69.99 

^^AMiLY Tree Maker V2. f .£16.99 

^GTOWER Great Generals.£ 9.99 

Tlagtower History of Medicine.£14.99 

iGTowER War in the Pacific.£12.99 

Flagtower World War 1 or 2.each £19.99 

Hutchinson's Interactive Encyclopedia '97.£25.99 

I»ifopediaUK.£12.99 

Kai's Power Goo.£29.99 

Key Home Gourmet.£6.99 

Masterclips Premium Image Collection 101,000£49.99 

Mavis Teaches Typing V4.£25.99 

OASIS Interactive.£21.99 

Ordnance Survey Map of Great Britain.£17.99 

—tOxFORD Interactive Encyclopaedia.£34.99 

^rtition Magic V3..-.£42.99 

iUASURES OF Sex (Telstar).£19.99 

^CKEN 6 Deluxe.£53.99 

Quicken Family Lawyer.£23.99 

Redshift 2.£30.99 

Smart Games (MENSA).£16.99 

Sophie's World.£28.99 

Taxcalc '97.£23.99 

World Atlas V6.£12.99 



DORLING 

KINPERSL EY 


£19 


m 


. -- •_ . ^ ^’tjiocpjpcuiaoi 

DICTIONARY*' 


1.99 


“ £23.9 


3D Skeleton. £19.99 

Amazing Animals Activity Centre. £19.99 

Ann Hooper's Sex Guide. £26.99 

BMA Faa«ly Health Enoclopaedia. £25.99 

Castle Explorer. £19.99 

Chuorens Multimedia Dictionary. £19.99 

Chronicle of 20th Century. £25.99 

ENaCLOPEOIA OF NATURE 2. £25.99 

ENacLOPEDiA OF Science 1. £15.99 

EnacLOPEDiA of Science 2. £25.99 

ENaCLOPEDIA OF SPACE & UNIVERSE. £23.99 

History of the World. £24.99 

1 Love Spelung/I Love Maths. uch £19.99 

My First Amazing World Explorer. £18.99 

My Rrst Incredible Amazing Dictionary. £19.99 

P8 Bear's Birthday Party. £19.99 

Photo Gallery Children, Wild Animals, Dinosaurs, Insects 

& Bugs, Flowers, Classic Cars, Cats, Birds. each£8.99 

Stowaway. £19.99 

Ultimate Human Body 2. £25.99 

Viriual Reality Bird/Cat. £19.99 

Virtual Reality Dinosaur Hunter. £19.99 

Way Things Work 2. £25.99 

World Atlas for Windows. £28.99 


DTP & GRAPHICS 



£22.99 C ^ £28.99 - - £28.9< 

101 Dalmations Storybook. £31.99 

101 Dalmations Print Studio.... £28.99 

Audoin Activity Centre. £22.99 

Hunchback of Notre Dame Storybook.£31.99 

Lion King Animated Storybook.. £28.99 

Lion King Activity Centre. £30.99 

Mickey & Crew Print Studio.£28.99 

Pocahontas Storybook .£34.99 

Timon & PuMBAAS Jungle Games.£31.99 

Toy Story Animated Storybook .£31.99 

Winnie the Pooh.£31.99 

BRODERBUND 


ArthuFTBirthday Party.£15.99 

Arthur's Teacher Trouble.£23.99 

Berenstein Bears Get in a Fight.£9.99 

DrSeuss ABC.£21.99 

Green Eggs & Ham.£24,99 

Gregory & Hot Air Balloon.£16.99 

Harry & The Haunted House.£23.99 

Just Grandma & Me.£23,99 

Kid Pix Studio.£22.99 

Learn the Art of Magic.£23.99 

Lihle Monster at School.£23.99 

Logical Journey of the Zoombinis.£22.99 

Maths Workshop.£19.99 

New Kid on the Block.£21.99 

Ruffs Bone.£15.99 

Sheila Rae, the Brave.£23.99 

Tortoise and the Hare.£23.99 

EUROPRESS 

FUN SCHOOL 6 • Fairyland, Magicland, Futureland ...£19.99 

RJNSCHOa5-5-7vB,6-9YB,S-llm. jmh £18.99 

Fun School Language Labs.each £16.99 

Fun School 4-<5/5-7/7-11yrs.£9.99 

Games Faqory.£39.99 

GCSE Maths. £12.99 

Hunchback of Notre Dame.£15.99 

MICROSOFT 


10,000 Recipes.....£9.99 



Creative Writer. 

Creative Writer 2 
£asyball& Freddie Fish... 

Explorapediaof Nature... 

Fine Artist. 

Fine Artist + Creative Writer Double Pack... 


...£16.99 

.£24.99 

.£31.99 

.£14.99 

.£13.99 

.£28.99 


How the Leopard got his Spots. £19.99 

Magic Schoolbus - Dinosaurs, Oceans or Earth. EACH £24.99 
Magic Schoolbus - Human Body or Solar SystemEACH £24.99 
Ultimate Haunted House. £24.99 



1^' £18.99 ^ 


TH| If OUT Of IftANOI 


is 0 highly-adaiiTied coli^on of inemnsive pockoges digned to the 
notionol curriculum which teaches sotefy through gome-bosn octivities 


(Mgndi to stirndota^r children and interest them. 10/10 is the 
UK's leading supplier w soft* .... 


UK's trading supplier of solhwre to schrals. All CD Rom or 3.5" disk. 
Choose from Early Essentials (3>7 yrs), Junior Essentials (S-l 1), Moths 
Num^r (8-16), Moths Algebra [6-16), kM English 6-1ol Fr^ (6* 
16), Germon (6-16), Essentiol Wee (5-12) .IllW ttCH 


Adobe Photoshop 3.0.£189.99 

Clip Art Heaven Vol 2 + Book.£21.99 

Corel Gallery 2.£28.99 

Corel Draw 4 (Unboxed).£26.99 

CorelDRAW 7.^.£149.99 

Corel Mega Gallery..!..£44.99 

Corel Printhouse Win 3.1 & Win '95.£23.99 

FontsI Fonts! Fonts!.£6.99 

Key Mega Clip Art 15000.£24.99 

Mastercups 101,000 Image CoiiEaiON .£49.99 

Masterclips 35,000.£31.99 

DK Photo Gallery Children,Wild Animals, Dinosaurs, 

iNSEas & Bugs, Flowers, Classic Cars.each £ 8.99 

TURBOCA0 2D/3DV3.£39.99 



SCREENSAVERS 


After Dark V4. 

Beavis & Butthead. 

Catz/Dogz. 

Doom 2 Screensaver... 
Fraqal Chaos. 

Simpsons. 

Star Trek TNG 


...£16.99 

...£11.99 

£12.99 

£8.99 

£9.99 

£12.99 

£12.99 


iifiyfiis 



^ £19.99'^ \ £25. 

Cleansweep '97. £31.99 

Dr Solomon's Anti-Virus Windows. £94.99 

First Aid '97 for Windows '95. £25.99 

First Aid Deluxe for Windows '95 £37.99 

Hijaak'95. £19.99 

Hurricanc Ram Doubler. £29.99 

McAfee VirusScan V3. £24.99 

McAfee VirusScan V3 inc Quarterly Updates. £36.99 

McAfee Webscan V2. £24.99 

Norton Utilities for Win '95. £62.99 

PC-CiLLiN. £25.99 

Uninstaller 4.5. £31.99 

Windelete 97 INC Anti-Virus. £24.99 

Winprobe 4. £38.99 


^ LANGUAGE 

QioialUnouiiM- Learn TO SPEAK French, 
GeRMAN,TtaUAN or SPANISH through listening, 

\ SPEAKING AND WRITING. ThREE LEVELS ON EACH DISK - 

' Beginner, Intermediate and Advanced 

^ ^ . ONLY £19.99Each 

kUZl^&TAIXlANOi 

French/German/Spanish/Italian or Japanese .Each £52.99 

Edomss UmuMl Uk French, German or Spanish. Give your 
CHILD A HEAD start with THESE FUN TO USE PACKAGES. . £16.99 

bmm Asssunt (nMMuroi) Easily translates documents 

FROM OR INTO FRENCH, GERMAN, SPANISH OR ITALIAN. EaCH £29.99 


MODEMS 




ADI Boo Read & Count 4-5/6-7yrs.£19.99 

ADI English & Maths 11-12/12-13/13-14/14-1 5£19.99 

BBC Animals of Farthingwood.£22.99 

BBC Attenborough's Antaroic.£22.99 

BBC Noddy. £22.99 

BBCPingu. £20.99 

BBC Wallace & Grommit £ 16.99 

Casper's Brainy Book. .£19.99 

Iona Range ■ Millie's Math House, Muppets Beginning to Read, 
Muppets Read Listen Learn,Sammy's Soence House, Etc....each £13.99 

Jan Pienkowski's Haunted House.£12.99 

Lost Mind OF Dr. Brain.£22.99 

tsiANOOfDR.BRA)N(3.5‘l.£6.99 

Madeune Puppet Show Deluxe.£28.99 

Marty & the Trouble with Cheese & Where's Morgan.£21.99 

Mathcad v6 for Students.£33.99 

Muppets Treasure Island.£24.99 

Oxford Children's Encyclopedia.£39.99 

Pass Your GCSE Maths (or your money back!) v2.£16.99 

Pink Panther Passport to Peril.£21.99 

Power to Little People Collection - Inquoes Sim Town, Zaark, 

Widget Workshop.£21.99 

Print Artist V3 (sierra).£9.99 

PwNT Artist V4W.£17.99 

Revise GCSE Physics, Biology or Chemistry.each £18.99 

Sim Park/Sim Tunes.each £21.99 

Simpson's Cartoon Studio.^.....£24.99 

STUOYWORKSMATHS/SCIENaAGES 14+.EACH £22.99 

The Greatest Toyshop on Earth.£19.99 

Toddlers Jump Ahead.£17.99 

Tuneland.£18.99 

Universe According to Virgil Reality.£24.99 

Winnie the Witch.£19.99 


£129.99 ^ MOTOROLA 3400 

INTERNET SOLUTION 

INCRECMBlf VALiJ« CONTAINS: 



INCREDIBlf value! CONTAINS: 

28,800 DATA/FAX DESKTOP 
MODEM, INTERNET PHONE 
SOFTWARE UCENCE, WEB BROWSER 
SOFTWARE, eMAIL, NEWSGROUP 
SOFTWARE, 1 MONTH FREE ACCESS 
TO COAAPUSERVE & KIDS SECURITY 
SOFTWARE. all for jus! £129.99 


US Robotics 33,600 Sportster 

Voice/Fax/Data Modem (Int or Ext) ....£169.99 
Creative Labs Internet Blaster 28.8K... ,£79.99 
Creative Labs Modem Blaster Voce 28.8KE94.99 
Pace Netlink Gold 28,800 Int ....£89.99 


" Ip pec minute! moiphone allows 
Sk fl Sgyou to use your PC speakers ana 
microphone [ust like a real 
phone over fne internet. Comes 
with 2 licences for you and a 
triend/family member. Features: 
Caller IP, caller screening, 
security encryption, adjustable digital sound 
quality, personal ohone book, conference 
calling, speed dial, voice messaging, special 
voice effects, call record and playback, mute 
Telnet. LAN compatible. Min Spec 486 
38, 4MB, microphone & speakers, email 


VOICI 

# 


0113 234 0444 

SALES HOTLINES (7 days a week) 

0113 234 0999 

TECHNICAL SUPPORT (Men ■ sai) 

0113 234 0666 

CUSTOMER SERVICES (Men ■ fh) 

email: GameplayUK@AOL.com 


CH Flightstick Pro Joystick.£49.99 

CH Throttle Pro .£94.99 

CHF-16 Fighter Stick .£94.99 

CH Virtual Pilot Pro.£77.99 

CH Pro Pedal.£77.99 

CHGame Card.£25.99 

Gravis Grip 4 Way Adaptor & 2 Pads.£69.99 

Gravis Analogue Pro Joystick.£19.99 

Gravis Gamepad.£14.99 

Gravis Gamepad “Pro**.£27.99 

Interact 3D Program Pad.£23.99 

Interact Powerpad Pro.£18.99 

Phantom 2 Pro Joypad - 6 indmoually switchable buttons with 

turbo and auto-rre. 4-button and 6-button modes.£16.99 

Saitek Acemaster 18-4 Mooswitched Fire Buttons with Turbo Fire 

Hat Switch, Seperate Throttle Lever, Protein Rubber- Effeg Handle.£28.99 

Saitek Megagrip 8 Joystick.£12.99 

Super Warrior 5 QS201 Joystick(Anaiogu!, AuTo-FiitE,i5 Pin) £14.99 

Joystick Sputter Cabu -Run 2 JoYsnas/PADS from one port.£8.99 

Saitek X36F Fughtstick.£61.99 


Saitek Megapad XIIMX631M 

PC Format Gold Award Winner. 

6-BunoN, digital to analogue 

TECHNOLOGY, TURBO AND AUTO-FIRE 

.£14.99 

^£15^5^ 

Alfa Twin Auto-Switch & 2 Player Adaptor 

1 A Sputter cabu with a difference! 

COMPATIKE with Win '95 AND DOS AND 

1 AU XIYSnCKS/PADS, THE AUA TwiN ALLOWS 2 
; DEVICES TO KCOftMECTED TO ONE joystick 

1 PORT. Can BE DAISY-CHAINH) to allow up TO 

1 4 simultaneous DEVICES. 7Fr LONG UAD. 


Microsoft Sidewinder Pro & Hellbender 

MlCROSOFT^EwiNDErPRO.“"!Z!^99 
Microsoft Sidewinder Gamepad.J^.99 


THRWTW?TBRPR9PMK 


Thrustmaster T2 Steering Assembly 

Comes with Steering Wheel, Gearstick, Pedals & Programm¬ 
able Buttons. RRP £15^9.99 OUR PRICE £99.99 


Thrustmaster GPI Shering Wheel 

Programmable BunoNS on wheel for use as gears & 
ACCELERATOR/BRAKE. RRP £99.99 OUR PRICE £74.99 


Maximise performance & responsiveness with a 
--sfer*'-**^- 


Thrustmaster ACM Game Card.£26.99 



F-16 FLCS Joystick- Features Four 4-way hats, 

3 Buttons Dual Stage Trigger & Paddle Switch. £109.99 

F-16 TQSi Throttle - True Replica of F-16 Throhle Quad-rant 
System. Features Targeting Cursor Control, Two Dials, 

Two 3-position switches & 4-way radio switch. £109.99 

F-22 Joystick . £129.99 

XFighhr Joystick. £38.99 

RCS Rudder Control . £109.99 

Thrustmaster Mk2 Weapons Control . £89.99 

Thrustmaster Phazer Pad . £25.99 

Top Gun Official Joystick - 4 Way Hat 
Switch, Weighted Base, 3 Beveled 
Buttons, Quick Action Trigger and 
Thrustmaster quauty and durability! All 

for only . £29.99 

Top Gun Joystick -f Top Gun game 
(by Microprose). £38.99 



UNUKE MANY OF OUR COMPETITORS, WE ONLY SELL GENUINE UK 
SUPPORTED THRUSTMASTER PRODUCTS, NOT UNSUPPORTED US 
IMPORTS. WE OFFER FULL TKHNICAL BACK-UP AND HAVE A 
READILY AVAILABLE SUPPLY OF SPARE PARTS. 


MADCATZ 
STEERING WHEEL 

COMES COMPLrE WITH GEARSTICK AND FOOT 
PEDALS (also has BUTTONS ON THE STEERING WHEEL 
WHICH CAN BE PROGRAMMED AS GEARSHIFT OR 

brake/accelerator functions). Suitable for use 

WITH ALMOST ALL DRIVING GAMES, EG GRAND PrIX 
2, Indycar 2, Screamer, DESTRuaiON Derby, 
WiPFOUT, Need for Speed 2, etc 

PLUGS INTO ALL 

STANDARD JOYPAD PORTS - NO SPECIAL HARDWARE REQUIRED 



BUY A MADCATZ 
STEERING WHEEL 

AND GET £3 OFF ANY 
DRIVING GAME 


SOUNDCARDS 

SOUNDBLASTER SB16 PLUG 'n' PUY 3D STEREO 

Enhancement, 20 voice OPL3 FM music synthesizer, 

TREBLE, bass, INPUT/OUTPUT GAIN, ANALOGUE JOYSTICK PORT, 

4w ampufier, CD ROM interface. £59.99 

SOUNDBLASTER SB32 PLUG 'n' PlAY - AS ABOVE PLUS 32 
VOICE PLAYBACK, 16 CHANNELS, 128 INSTRUMENTS, 6 DRUM 
KITS, 512k ram, 10 CHANNEL STEREO MIXER. £74.99 


CREATIVE 



Saitek X35T Throttle. £42.99 

Saitek X36F&X35F Bundle .£84.99 


SOUNDBLASTER AWE 64 PLUG 'N' PUY - EVERYTHING 
AS PER SB32 PLUS Creative Webphone software, 
microphone, Internet Explorer, speech recognition 
SOFTWARE FOR UP TO 30,000 COMMANDS(!) AND MANY 
OTHER PIECES OF SOFTWARE.£99.99 


SPEAKERS 





Logic 3 Screenbeat 6 AaivE Stereo Speakers - 15W, Bass 

Reflex System, Magnetically Shielded.£15.99 

Logic 3 Screenbeat 25 AaivE Stereo Speakers - 25W, Bass 

CONTROL, Power supply. Headphone socket.£24.99 

Logic 3 Screenbeat Sub 50 Sub-Woofer System - SOW, 
AaivE Stereo, Sub Bass Speakers, Dual Audio input..£49.99 
Logic 3 Screenbeat SB300 Super Woofer System - lOOW, 
Dynamic Bass Super Woofer, Variable Bass, Swivel Mid/Hi 

Frequency Speakers, Power ^pply, 3 Speakers.£99.99 

Screenbeat Deluxe Headphones & Boom Microphone.EI 0.99 



; £31.99 i 

L J 

i £46.99 ; 

L .1 

Jm— ^L-iL 



ZYDEC ZY-FI SPEAKERS 

/ Volume Control / Bass & Treble Control 
/ AaivE/PASsivE / Crystal Clear Clarity 
/ Highly Recommended 

• Compact Speakers (8w, 18w peak). £12.99 

• Standard Speakers (1 2w, 64w peak). £31.99 

• Pro Speakers (36w, 120w peak). £46.99 


PRINTERS 



Canon BJC70 Colour Bubblijet - 360 x 360 dpi, up to 
3.3ppm Mono, 1 .5prm CaouR , 20 TrueType fonts, Win '95 
compatible, 30 SHET FEB®.Jtl 89.99 


Canon bJC4200 Colour Bubblejet - 4.5ppm, 

720x360 DPI, 80 coijuk^, 20 TrueType scalable 
F 0NTS,6BITMAPPa)TYFffACB, lOOSHEETFEB® ....^.£249.99 


Epson Stylus 400 Colour Inkjh - 720 dr, Win '95 

COMPUANT, Photo-real caouR.£214.99 

Epson Stylus 600 Colour Inkjet - 720x720 dr, 4prm 
Mono, 2prm CaouR, 5 x LQ & 4 x scalable fonts£269.99 


HP DESKJET 340C Colour Inkiet .£179.99 

HP Deskict 400C Colour Inkjet.£154.99 

HP DESKffiT 690C Colour Inkjet.£239.99 

mmmommmpnmcum 
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FI SIM STEERING 
WHEEL 

I Hand-stitched replica FI 
1 10" steering wheel, self¬ 
centring and torque 
^ action. LED gear change 
indicator. Gear change functions on 
steering column, 2 programmable 
buttons. Steel pedals. £186.99 




Cut out this order form and post to : 

iEPLAY, UNIT 3, TAVERNERS WALK, 
SHEEPSCAR GROVE, LEEDS LS71 AH 


Item Description 


Format Price 


Name:.Customer No: . 


Address: 


Postcode:. 

Tel:. f . 

CashO Cheque □ 


Qiz-'aiati iDc. Postoge is FRil (or all orders shipped within the U.K. DCD 

• • . Overseos postage - £2.50 per software item. Optionol (M ' ' 

DAYDEUVERY ovoiloble from £4.00. Reose orde*.^- . . 
... before 3pm to ensure immediate despatch. I w I ML 


Postal Order n CardQ 


Cheques payable to 'Gameplay'. 

Prices correct at time of going to press. E & OE. 
SOME PACKAGING MAY BE SHOWN FOR ILLUSTRATIO N PURPOSES ONIY 


I^ard No.^ppDQnpnnnnnnpnQnnn expiry date issue no. □□ 






' h,. 



















































































































































































































































































































































































































# 





O UNGE0N KEEPER IS EASILY ONE OF THE MOST ENGROSSING GAMES 
currently available. In our last issue we described it as "a game of 
hitherto unprecedented depth", and by jiminy, we weren't just jerking 
your chain. For the purposes of this mini-guide, we'll assume you've 
already got a fairly healthy handle on the gameplay basics (and if 
you haven't, might we point you in the direction of the manual?). Don't 
forget that if you're confused about anything you see on-screen, you can 
simply leave the cursor over it for a while and a little scrolling explanation will appear, 
followed by a reference number that will steer you to a more detailed description in 
the instruction manual. We can't possibly cover the full range of tactics in any great 
depth within just two pages, but these little bijou tip-ettes should give your game 
something of a kickstart. Kay? Kay. 

First things first: always check the map at the start of each level. Take a good look 
at it - any irregular or unusual areas are probably host to hidden power-ups or similar 
goodies, which can often lend your side a massive advantage. There's a finite number 
of beasties up on the unseen surface, which must be shared between yourself and any 


(Above) Bile demons may be weak, but their gaseous attacks are unbearably 
powerful. (Above right) Dragons are superb all-round monsters - and they're 
even better than warlocks at researching new rooms and spells. 


rival dungeon keepers, so decide right away on your own creature 'policy': you can 
either claim the portal immediately (to get incoming creatures quickly), or spend time 
creating large lairs, training rooms and libraries before connecting to the outside 
world (this approach will encourage more powerful visitors). Personally, we favour 
method number two (just a hint). Libraries in particular are worth building quickly as 
they attract warlocks (although other creatures can use them - indeed, well-trained 
dragons are actually better at research than warlocks). 

Don't build a treasure room immediately. Instead, highlight an area of gold and 
wait until your minions have dug it all away. Then place the treasure room right there. 
This way, they have less distance to walk, which means you get the money faster. 

You can repeat this tactic throughout the game, every time you encounter another 
sizeable gold seam. It also has the added advantage of spreading your treasure 
around the dungeon, making it harder for intruders to steal, as well as making the 
payday ceremonies somewhat more orderly. 

When it comes to laying out your dungeon, do your best to place hatcheries and 
lairs near training rooms and libraries: this means your creatures can go about their 
business with greater efficiency. 

Be ever watchful. It may be good for the ego to witness your underground empire 
expand in all directions, spreading out like a blood-red wine stain on a snow-white 
carpet, but do bear in mind that virgin areas are weak and easily penetrated (ahem). 
So follow your mum's advice - and protect yourself. Ensure your imps reinforcg^he 


I think we're alone now. There doesn't seem to be anyone 
around. So pull up a chair and let's talk Dungeon Keeper 
tactics. It's a complex game, and some of you might be 
feeling a little lost. Poor wickle woo. Dry those eyes and 
let Shirley Brooker talk you through some of the more 
sophisticated manoeuvres. 


Be a good boy scout and check the map at the beginning of every level, any 
unusual areas can be home to a plethora of power-ups and other goodies. 


(Above) It may be impressive, but the lightning spell is quite wasteful. It's far 
more efficient to use the 'heal' spell on your own troops. (Above right) Protect 
your Dungeon Heart at all costs - any damage done to it can never be restored. 


The best of enemies 

Oil and water. Chalk and cheese. Hale and Pace. Some pairings just don't encourage greatness. Be aware that certain monsters are prone to fall out with 
one another. A bloody Veat civil war could break out within your own corridors if you aren't careful. The only solution is to keep the warring beasties 
well apart, either by providing them with separate lairs, or by getting rid of one race completely by picking them up and dropping them over the portal. 
To help you out a little, here's a brief list of some of Dungeon Keeper's natural enemies... 

• Spiders and flies • Warlocks and vampires • Hellhounds and demon spawn • Horned Reaper and everyone else 
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Imps 

The cutest blighters in the entire game, and 
consequently the ones who get the hardest 
time. Imps may be small, but they're utterly 
essential to your dungeon's upkeeji^- so 
guard them jealously. Think of them as the 
cogs which help keep evil wheels in motion, 
and pay heed to the following hints: 

• Create a few extra imps straight away. Ideally, you should have at 
/east eight. Do keep an eye on the cost, mind. 

• Encourage them to use the training room. Level three imps can dash 
around quickly, while higher ranks can even teleport themselves. 

• Possess an imp and dig through the earth yourself if you're in a hurry. 

• Slap them regularly - they'll work much harder. 

• Imps have a list of priorities. First on their list is the digging out of 
new areas. Second, the process of claiming land. Third, the reinforcing 
of existfng walls, and finally, all the remaining tasks (taking care 

of traps, dragging heroes to the prison etc). To force an imp to do 
something specific, drop it right on top of the area you want it to 
concentrate on. Slap it around if you have to, until it gets the idea. 

• Never forget that imps are crappy fighters. Even an eight year old 
girl could have take them on and win. Keep them out of harm's way 
or suffer the consequences. 

• Don't let them get any near enemy lightning traps, because they 
won't stand a chance. 



walls as soon as possible (your opponents may still get in, but only if they cast the 
'destroy walls' spell). Oh, and remember to keep a sharp eye out for lava, water, or 
bridges - they're all intruder 'hotspots'. 

Inevitably, the enemy will occasionally manage to trespass into your domain, so 
from the outset, plan your dungeon with this eventuality in mind. Clearly, the dungeon 
heart must be protected at all costs, but you should also make sure the library is safely 
tucked away deep in the centre - if you don't, and your opponents manage to possess 
the room, you will lose all your spells. Build lairs or training rooms near obvious weak 
spots - any incoming nasties will have a fight on their hands pretty quickly as a result. 
Install guard posts at strategic positions, and place well-trained warlocks on them 
(they make excellent long-range fighters). Use lots of doors, which you can lock if 
necessary. Traps are also useful and lightning traps in particular are a highly effective 
way of killing enemy imps. 0 



The ultimate in sneakiness, traps can be either very effective or very 
annoying, depending on whether they belong to you or the enemy. 
They're essential for defending your own domain, and a formidable 
problem when you encounter unwanted ones. Don't forget that enemy 
traps are invisible until triggered, of course. The moment you uncover 
an enemy trap, keep your imps away from it. If it's a poison gas trap, 
send in the bile demons (they're immune). Possess one if necessary. 
Likewise, send demon spawn or dragons toward lava traps. Also, bear 
in mind that traps will not work against flying creatures. Possess a fly 
and you can buzz right by 'em, unharmed. 



How to be a complete bastard 

Here are a few of the sneakiest Dungeon Keeper 
tactics - the ones which put the 'cun' into 'cunning' 


• Wait until the enemy is'crossing one of your bridges - and simply 
delete it. Ha ha. They all fall down, like toy soldiers, as Martika once 
sang. Oh yeah, it's best over lava. 

• If you've built a boulder trap, you can trigger it yourself with a hearty 
slap and then change the course of the boulder as it rolls with a few 
more well-aimed smacks. 

• Build a prison and capture lots of heroes, keeping them well-fed with 
chickens from the hatchery. Then create an empty area, and seal it with 
a locked door. Drop some heroes in, followed by some of your own 
creatures. Now sit back and cackle as they fight. As soon as the heroes 
pass out they'll be dragged to the prison, at which point the process 
starts all over again. It's a highly efficient - and completely free - 
training scheme for your beasties. 

• If you fancy a few new, more interesting creatures, pick up some 
flies and beetles (which are a bit crap), and drop them over the portal 
(shown below). Some new critters should soon appear. 


• Use bile demons. They might not be the strongest of creatures, but 
their propensity for delivering nose-vandalising farts make them utterly 
devastating in enclosed spaces, and if you've ever dropped one in a 
crowded lift, you'll understand why (especially if you've been eating 
cabbage or chick peas beforehand). But be careful, because It harms 
your own side too. 

• Possess a fly and you'll find you can uncover huge sections of the 
map first-hand. 

• Use torture rooms wisely. If you happen to torture a creature in there, 
all other creatures of that type will work harder - and for less pay. 
Don't put warlocks or horned demons within, unless you want an 
uprising on your hands. Oh, and drop the mistress in if she's done well. 
She likes it in there. 

• Build graveyards (shown be/ow) as soon as they become available, 
and place them near combat hotspots so the imps have less distance to 
drag the corpses. You should be rewarded with plenty of vampires 
(which are extremely powerful). 


ZOHE 5*1 September 1997 


















TM 


AIIF HIEDERSEIIEN PEIBIIGIMDI 

Russia u Germany 


SXORIVIIIMB FEATURES lIXICLUDEi 

* 28 individual missions playable from 
either the German or Russian side 

* 18 different authentic unit types 

* Pick up and play real-time combat yame 


Priority House, Charles Avenue, Maltings Park, 
Burgess Hill, West Sussex, RH15 9TQ 


Telephone: 01444 246333. Fax: 01444 248996 MINOSCAPE* 


G 


SOU 


http; / / www.m 


mB 


© copyright 1997 Nashilgry LLc. All rights reserved. 
Mindscape is a registered trademark of Mindscape, Inc. 
All other trademarks and registered trademarks are the 
property of their respective holders. 




















^'hxruJrLc.A /if 


ZPHE S'! September 1997 


129 


Level 4 


Arena 1 

The moment Kurt lands, leap into the air and parachute into 
the chasm. Turn through 180 degrees as you fall - to face 
in the opposite direction - then position yourself directly 
over the ice sheet and land on it. It'll shatter like a stained- 
glass window during a vandalism convention and you'll 
continue your descent. Assuming you turned round, you 
should now be facing a sentry - so chain-gun him. A super 
chain gun power-up can be found on the right-hand 
platform, protected by a guard. Collecting the power-up 
will help you nail the sentry more efficiently. As soon as he 
buys the farm, massacre everyone else and then make your 
way up to the platform-where the sentry was. There you can 
find a snowboard. Jump on board and the ride will begin... 

Arena 2 

Negotiate the slide as fast as you can. You can brake by 
pulling down if you get scared. And remember to avoid the 
bloody rocks, will you? 

Arena 3 

The moment your snowboarding jaunt finishes, shoot the 
guard, then fire at the console to summon a ship. Two 
guards will leap out, so deal with them, then enter the 
craft. It will take off, allowing you to bomb the hell out 
of everything, before returning to its starting position. 

Once you're back on the ground, destroy the small hut 
and collect the decoy power-up from within. Now run 
as quick as you can through the arena. If any of the gun 
towers are still standing after your bombing run, enter 
sniper mode and blow the heads off the operators. 

As you near the exit, throw the decoy in front of you 


Arena 5 

Parachute down and perforate the 
flying drones as they approach. 
Next, climb up onto the sub and 
mosey on down to the tail to 
collect a sniper grenade, which can then be used to destroy 
the guards. At this point, a tank will arrive. Blowing it up 
will reveal a nuclear bomb. 

Locate the atomicjqck on the sub door and use the nuke 
to blow it open. Enter the sub and you'll 
be facing a boss, floating in a pod above 
an air current. To kill him, toss grenades 
into the airstream. Once he's deadified, 
float up on the air current and follow 
the passage to the next area... ► 


Last month, Charlie 
Brooker told Emmy-Sue 
that he'd been having an 
affair with Sugar, Miranda 
overheard Brad and 
Kimberly discussing their 
secret wedding plans and 
Ed came round in hospital 
to discover his arms had 
been mistakenly sewn to 
his face. Confused? You 
will be - after this month's 
final instalment of MDK - 
Walkthrough... 


MDK 


- Walkthrough: Part Two 


as this will distract the bad guys, 
then chain-gun them. Now you 
can exit - and find yet another 
snowboard as you do so. 

Arena 4 

Pay attention as you're surfing 
through this section - if you collect 
all ten bones, you'll get a twister 
power-up at the end. Better still, if 
you get the Earthworm Jim power- 
ups, your enemies will encounter 
something that'll 'udderly' surprise 
them. Ha, ha. Where the course 
splits, jump up and try to land on 
the higher level. 
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Level 5 


Arena 1 

Immediately enter sniper mode and then wait for the 
mothership to fly overhead. Wait until it comes to a 


M Arena 6 

Immediately concentrate your fire on the brass-coloured guard 
generators, then kill the remaining guards. The crates house a 
number of power-ups, so blow them up, too. There's a floating 
gun pod nearby which can be killed in a similar way to the 
submarine boss. Next, simply float up the air current to float 
up, and walk on to yet onof/7er snowboard - and off you go... 

Arena 7 

As in the previous snowboarding level, try to collect all ten 
bones and the Earthworm Jim icons. At the fork in the tunnel, 
turn right to receive a power-up. 

Arena 8 

Jump into the air current the moment you land, and get 
the super chain gun. Shoot the enemy ship while you're still 
airborne, then drop down and collect the scattered goodies. 
Run into the next section of the arena and destroy the guard 
generator. As it blows up, you'll see a health booster appear. 
Grab it and enter the next room. 

Avoid the boss's bombs and destroy the crate on your left. 
Use the decoy from within to distract the boss. While he's 
busy, run to the other side of the room and destroy the rest of 
the crates to receive a large cache of grenades. You know the 
drill by now - lob the grenades into the airstream, and once 
the bad guy's dead, jump into the stream. Con-grat-u-lations. 


standstill, then pick off the gun pods and watch it 
crash. Now run up into the arena. Kill everyone, 
then find the ramp on the right which leads up to 
a secret sniping position and a decoy. Using sniper 
mode, look through the slit in the wall and zoom 
in on the alert droid in front of the atomic-locked 
door. Kill it, and then run back into the centre of 
the arena. A ship carrying a nuclear bomb will fly 
overhead and drop off two guards. Destroy the 
guards, then shoot down the ship to collect the 
bomb. You'll find the exit on the left. 


Arena 2 

Kill the guards and the 
alert droid, then climb the 
sloping platform to jump 
across to the next platform. 

Run and jump off the end of 
this block to reach the edge of 
the passageway in front of you 
(this may take some practice). 

Stop at the entrance to the 
tunnel, enter sniper mode and blow 
up the exploding crate at the other end. This will 
kill a sentry who's hiding round the corner. 

Run down the tunnel and get the sniper grenade, 
then enter sniper mode again and use it to kill the 
sentry at the other side of the arena. Once that's done, 
jump into the arena and clamber onto the platform where 
the sentry was floating. Get the gun booster and destroy the 
gunship, which will now appear. 

At this point a forklift will start attacking you. Kill the driver 
by shooting off its roof, then use your chain gun to push it 
over the yellow panel on the floor. This will deactivate the 
forcefield and allow you to enter the hole. Tee hee, snigger. 

Arena 3 

Float up the air shaft and then drop down onto the ramp 
which leads up into the arena. Kill the irritating guards, then 
face the control room in the distance. Using sniper mode, 
zoom in on the technician and fire until he topples over and 
hits the button on the wall. Exit sniper mode and wait for 
the large arm to explode and release the ship. Next, pick off 
the gun pods on its seedy underbelly. 

Now run to the front of the ship, enter sniper mode and 
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kill the captain. The ship should crash into a wall. Jump 
through the broken wall and collect the decoy to the right. 
Turn around and follow the left-hand path to the next arena. 


Arena 4 

Ooh, pretty, eh? Shoot the lanky technicians, then collect the 
mortar from the other side of the room. Now riddle the 
rotating globe with bullets until it smashes through the floor. 
Follow it down, chain-gunning more technicians as you go. The 
final technician will run into the centre of the room and open 
a secret hatch in the floor. Drop down this hatch, buddy... 


Arena 5 

Enter sniper mode and take out the alert droid before it kicks 
off. Then zoom in on the two sleeping guards and blow their 
silly heads off. Run to the doorway on the right and hurl 
the decoy out in front of you before you reach it. A floating 
guard will follow it, giving you an opportunity to blow 
the shit out of him. Now kill the remaining guards and 
collect the nuke and grenade. 

Run back into the centre of the arena and enter the 
doorway opposite. Kill everyone in the room, then 
run up the ramp in the corner. Next, use the 
grenades to blow up the three guard generators in 
the corner and then re-enter sniper mode. Zoom 
in to the other side of the arena and target 
the alert droid standing next to the thumper 
power-up. Kill it and then exit sniper mode. 

Jump across to the small platform above the 
arena entrance, then across to the other side. 
Grab the thumper and the mortars, then stand 
at the edge of the green hole. Enter sniper mode 
and bung some mortars into the hole to kill the 
guard below, then leap in. 

Follow the corridor along and up, collecting the 
sweets as you go. The exit from the corridor is 
guarded by another sentry, so be careful. Now walk 
out onto the balcony and throw the nuke onto the 
atomic lock. Wait for the door to fall open, then float 
down like a big rubber feather - you lovely man, you. 


Arena 6 

There's a super chain gun hidden behind the first spike in 
this arena, so grab it, then make your way forward through 
the canyon, blowing the crap out of everything as you go. 

Dart into the last section and collect the turkey and the 
nuclear bomb. Toss the nuke at the locked door. 



Arena 7 

Skedaddle to the blocks on the left as you enter, and then 
climb up to find a decoy. Use it to distract the guards who 
drop from the heavens - and then go kill 'em all. 

Now jump down to the floor, run to the far side of the 
room and climb onto the block with the super chain gun. 

Use this on the second wave of guards. Be sure to kill the 
alert droids, then take out the three forklifts. 

Next, drop to the floor and chain-gun one of the forklifts 
over to the block on the left of the entrance. Push against 
this block, and then jump onto the forklift. You can now ► 
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M reach the edge of the block and pull yourself up. 

Jump to the next platform and the walkway which runs 
across the centre of the room. Follow this across to the 
other blocks and jump onto the sloping one. From the 
top of this, turn to face the upper platform which rings 
the room. Jump up onto it and make your way around, 
counter-clockwise, until you are standing beneath a 
platform with an apple on it. Wait for another forklift 
to drive towards you, then shoot it so that it stops next 
to the platform. Jump on the forklift and onto the platform, 
get the apple, then leap to the platform in the centre of the 
room. From there, turn left and float across to reach the exit. 


back 
right to 
the top of 
the ramp and 
turn around. 

Jump off from the highest 
point and float down to the right- 
hand tower. You'll find that as you float over it, you will be 
lifted up to collect an apple. Once you've done that, turn to 
face the middle tower and float into the air currer^t. Proceed 
to collect the next apple, and then float to the last tower. 
Collect the final apple and turn back down the way you 
came. Float into the door at the top of the arena to exit. 


open 


kill 


the 


gun 


operator 


Now 


run 


Arena 8 

Enter sniper mode, zoom in on the gun pod at the far side of 
the arena and shoot it once to get its attention. As it turns 
to face you, shoot through the front to kill the idiot inside. 

Next, walk down the ramp and go a-murdering. Once 
everybody's dead, destroy the second gun pod, then run 
round to the other side of the tower. 

Enter sniper mode for the sixteenth billionth time (you 
should be a wise hand at this by now) and use side-step 
to move out from behind the tower - the tower is shielding 
you from the last gun pod. Look 
up and zoom in on the 
I section of the 




Arena 9 

From the edge of the cave, enter sniper mode and zoom in 
on Gunter, the large mine crawler supervisor. Shoot him a 
couple of times and he'll soon get a right old bag on and 
activate a large door. 

Drop down and land on the mound in the centre of the 
room. Stand at the edge and wait for a large stone boulder 
to roll by, then drop down after it and shoot it until it blows 
up. Run around the trench, collecting power-ups as they rain 
down. Find the path which leads back up to the mound and 
wait for the mothership to fly overhead. Enter sniper mode 
and shoot off the pods on its underside - as a result, it will 
explode to release a wave of guards into the arena. Kill each 
and every one of them and Gunter will open the door, jump 
into the room and kidnap Bones. Bastard. 
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Level 6 

Arena 1 

Grab the decoy as it lands, then wait for the guard to break 
through the glass wall. Run up the long sloping walkway 
until you reach the room containing a generator and homing 
mortar power-up. Blow up the generator with your chain gun 
and jump into the hole it leaves behind. 

Arena 2 

Straight away, turn to face Gunter and his pack of dogs. 

Enter sniper mode and use the homing mortars to wipe out 
the mutts. Exit sniper mode and take advantage of your chain 
gun to finish off any that might have survived. Then phone 
up the RSPCA and confess all. 

Now, run up behind Gunter and chase him round the room, 
firing like billy-o as you go. Given time, he'll eventually run 
to the centre and jump through the floor, leaving a hole. Give 
chase, young man, give chase. 

Arena 3 

Run and jump onto the lowest of the platforms, then leap 
across them until you reach the chain gun power-up. Now 
turn left and leap onto the wall ledge to collect 
the homing mortar. Run down this ledge 
to the other side of the room, then 
jump onto the nearest floating 
platform. Turn to face the 
entrance wall and jump 
on the spot to reveal the 
next platform. Jump onto 
that, then foll<^w the 
rest around until you 
are standing across from 
the stone tower. Destroy 
the gun pod on top of 
this tower, then jump 
over to it and drop down. 

Arena 4 

Immediately grab as many 
of the power-ups as you can. 

The moment you get a decoy 
or twister power-up, use it to kill 
the guards. Enter sniper mode and 
target Gunter on top of his tower. Shoot 



him and eventually he will fall off and hit the floor, causing 
the tower to collapse. Run back to the start of the arena and 
use the sloping platform to jump across to the fallen tower. 
Run up to Gunter's platform and drop down the hole. We 
have now arrived at the end, dear friend. Take a deep breath. 

Arena 5 

Parachute into the arena and steer yourself over to the third 
room - you'll recognise this room because it's the one with 
the snack dispenser. Jump onto the button next to it and a 
snack will drop out of the machine. Collect this and throw 
it out into the main section of the arena. Gunter's a right 
old lardy bastard, so he'll run after the snack, 
allowing you to collect the nuclear bomb. 
As soon as you've got the nuke, run 
to the working air vent and jump 
into the current. Once you're 
level with the platform, drop 
onto it and use the nuke 
to destroy the lock. 

Repeat this process for 
the remaining locks 
and Bones will be a 
free pooch once again. 
Once you've seen your 
four-legged friend leap 
into the snack dispenser, 
run over and collect the 
Bones/snack hybrid which 
drops out of the machine. 
Throw this at Gunter and 
he'll gobble it up with gusto, 
leaving you to sit back, relax 
and enjoy the bizarre end sequence. 
See if you can sing along in time. 0 
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Welcome to the PC Zone 
Recommended section. Here 
you'll find the cream of the 
games we've painstakingly 
reviewed and picked out 
over the years, plus those 
we feel should go down 
in PC gaming history as 
all-time Classics. 

N AN EFFORT TO KEEP IT 
simple, we've split it up into 
genres: Action games. Sports 
simulations. Adventure games. 
Flight simulations. Driving games. 
Role-playing games and Strategy games. 

The top ten games of each genre are then listed, with 
a brief summary of the game, review score, publisher 
and contact number. Most of the games listed here were 
awarded PC Zone Classic status (90 per cent and above), 
and some managed a PC Zone Recommended award (80 
per cent and above) at the time that they were reviewed. 
To achieve the highest accolade, a game must not only 
be very playable, entertaining and offer long-term appeal, 
but it must also be original and/or offer 
something new and worthwhile to the 
genre. To this end, we've included some 
sequels, and although these show a 
lower score than the original title, they 
are deemed better (they didn't get a 
higher score 'cos the game had already 
been done, so the sequels weren't exactly 
bursting with originality - okay?), so this guide isn't a list 
of the highest scoring games ever reviewed by PC Zone, 
but a guide to the best games currently out there. 

When you're reading the reviews in the rest of the 
magazine, please remember to bear this section in 
mind. The highest scoring game is supposed to represent 
a benchmark in a particular genre, and we will always 
be comparing new games with this, in accordance with 
the above criteria. If you use this section along with 
the 'In Perspective' guide that now accompanies every 
review, you should be able to gauge pretty accurately 
whether a game is worth buying, whatever your 
personal preference and taste. As a result, 
you will see games dropping out of this 
section as new and better titles are 
released, so keep your eyes peeled for 
new entries in each of the genres. 

Jeremy Wells, Editor 
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QUAKE (96) 

The seminal 3D shoot 'em up and quite 
possibly the most important PC game ever 
released. Very atmospheric when played 
as a one-player game and untouchable 
when played over a network. Despite the 
fact that it's now pretty aged, it's still the 
office favourite. Definitely 'pour hommes'! 
Publisher: 

GT Interactive (0171 258 3791) 




FADE TO BLACK (94) 

The unofficial sequel to the excellent 
Flashback, this is a near-perfect blend 
of third-person exploration and combat 
action. The technical pre-cursor to the 
fantastic Tomb Raider, it's a classic in 
its own right. 

Publisher: 

Electronic Arts (01753 549442) 



DARK FORCES (95) 

Although not as technically impressive as 
Quake, Dark Forces is still held up as a 
better one-player game by some and yet 
slandered by others for not having a multi¬ 
player facility. That aside, it's a thrilling 3D 
mix of shooting action and exploration. 
Publisher: 

LucasArts/VIE (0171 368 2255) 


TOMB RAIDER (94) 

The first game to take the Alone In The 
Dark principles and apply them in a new, 
in-yer-face way. The play area is vast, 
the puzzles are clever and it's eminently 
playable thanks to an incredibly agile 
control system. If you have a 3Dfx card, 
you're in for a treat. 

Publisher: 

Core/EIDOS(0181 780 2222) 




DUKE NUKEM 3D (93) 

The debate rages on, and there are still 
an awful lot of people who rate Duke over 
Quake. It's not as technically impressive, 
but brags gameplay by the bucketload 
in one-player mode and when played 
over a network. 

Publisher: 

EIDOS Interactive (0181 780 2222) 



DARKLIGHT CONFLICT (92) 

It might not have a mega-budget cast or a 
film licence, but Darklight knocks spots off 
just about every other space combat sim 
there is. It looks utterly fantastic and the 
3D engine is quite superb and very fast. 

No campaign mode, but plenty of action. 
Publisher: 

Electronic Arts (01753 549442) 










A 



PRIVATEER 2: The Darkening (94) 

The ultimate mix of space combat. Elite- 
style trading and FMV action. Privateer 2 
was the first big budget release from 
Origin to use live action in a positive way. 
Packed with stars, this is pukka stuff. 
Publisher: 



TIE FIGHTER (94) 

Still rated by many as the finest space 
combat sim ever released, it successfully 
blends all the kudos of 5tar Wars with a 
wicked new engine for super-fast TIE on 
X-Wing fisticuffs. 

Publisher: 

LucasArts/VIE (0171 368 2255) 


MAGIC CARPET 2 (92) 

The original wooed us with its speed and 
smoothness - this is even better, with new 
night-time bits, monsters and a very^seful 
on-line help system. Technically exquisite, 
the game engine's yet to be bettered. 
Publisher: 

Bullfrog/E A (01753 549442) 


f. ^ 






MECHWARRIOR 2: MERCENARIES 
(90) 

Of all the HERC-based games, this is the 
best. Successfully mixing real-time combat 
action with a thoroughly stomping engine, 
it's action-packed and fab over a network. 
Publisher: 

Activision (01895 456700) 
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CARMAGEDDON (95) 

Awesome arcade-style racer that's heavy 
on the hit 'n' run and gameplay. Loads 
of different cars to choose from, plenty 
of tracks, three ways to play and a fab 
multi-player network mode make this 
one of the most entertaining driving 
games ever. 

Publisher: 

50(0171 585 3308) 


NASCAR RACING 2 (92) 

A worthy upgrade of the original game, 
featuring a new, smoother 3D engine, more 
controllable cars, improved opponent Al, a 
simple single-screen car set-up and a multi¬ 
player network option. With the constant 
stream of headset messages to add 
atmosphere, this is a racing sim fan must. 
Publisher: 

Sierra (0118 920 9100) 






LINKS LS (94) 

The classic golf sim gets an update, 
and unsurprisingly it's fab. There's 
more options, luscious graphics and 
a redesigned menu and view selection 
system. There's even a built-in upgrader 
for all the old data disk courses you 
splashed out on. 

Publisher: 

EIDOS Interactive (0181 780 2222) 


VIRTUAL POOL (91) 

No self-respecting pool aficionado should 
miss out on this simple but very playable 
sim with an ingenious mouse-drag 
control system and impressive engine. 
One-player games are fun, but go for 
the two-player games and network links, 
which are even better. 

Publisher: 

Interplay (01628 423666) 




NETWORK Q RAC RALLY (94) 

The seminal rally racer from Europress is 
the ultimate in skiddy, slidey action. 27 
(count 'em) stages, loads of cars, a fantastic 
eight-way network option and varied 
terrain and conditions make this superior 
to the limited Sega Rally. Go buy it! 
Publisher: 

Europress Software (01625 859444) 


INDYCAR 2 (90) 

If you don't mind going round and round 
in circles but still crave that unbelievable 
detail, this is the only real alternative to 
F1GP2. Technically mind-blowing, though 
a little chuggy on anything but a high-end 
Pentium in SVGA mode. 

Publisher: 

Sierra (0118 920 9100) 


PGA TOUR 96 (94) 

There's little choice between PGA Tour 96 
and PGA European Tour, it just depends 
on which accents and jumpers you prefer. 
Both offer fantastic graphics, an easy-to-use 
control method and plenty of customisable 
play options. Golfing at its best. 
Publisher: 

EA Sports (01753 549442) 





NHL HOCKEY 97 (90) 

Visually slick and very playable, this 'all- 
new' updated NHL game features some 
graphical tweaks and a smoother, faster 
engine. There's a handful of national sides 
thrown in as well as the most recently 
completed season's statistics and teams. 
Publisher: 

EA Sports (01753 549442) 



SCREAMER 2 (93) 

Whereas the first game cocked its hat 
at the classic Ridge Racer, this game is 
Sega Rally in just about every way but 
name - except that it's better in every 
way. Like TNFS, it's very much an arcader, 
which makes it ideal for a quick fix. 
Publisher: 

VIE (0171 3682255) 


L 



POD (90) 

One of the first racing games to support 
3Dfx, Direct3D and MMX. The graphics are 
awesome (understatement of the year) 
and with new cars, tracks and power-ups 
promised to be posted regularly on the 
Internet, you'll never get bored. 
Publisher: 

Ubi Soft (0181 944 9000) 



ACTUA SOCCER (92) 

Still the best soccer game on the PC, 
thanks to a super 3D polygonal engine 
and motion-captured players, One-player 
games might be frustrating, but In two- 
player mode it excels, and Barry Davies 
provides some knockout commentary. 
Publisher: 

Gremlin Interactive (01142 753423) 



PRO PINBALL: TIMESHOCK! (91) 

Remember PP: The Web! Well, this is the 
second table in the series, and it's better in 
every way. The ball dynamics and detail 
have been improved as have the sound 
effects. Plus the world's dirtiest computer 
game voice returns to "Lock those balls". 
Publisher: 

Empire Interactive (0181 343 7337) 



MICRO MACHINES 2 (93) 

The console classic is converted to the PC 
as new t acks provide a new challenge. 
The easy-to-use control system means 
it's user-friendly for the uninitiated. This 
version comes with a track designer. 
Publisher: 

Codemasters (01926 814132) 


THE NEED FOR SPEED (89) 

Exciting arcade racing action at its best, 
with a good selection of cars and road 
tracks. Suicidal oncoming traffic and 
angry cops entrench TNFS firmly within 
the 'arcade' game sector. 

Publisher: 

Electronic Arts (01753 549442) 




NBA LIVE 97 (92) 

Much better than the previous version 
(which lacked drive), this offering is well 
put together. With excellent graphics, 
sound effects and a hip soundtrack, 
thankfully it plays as good as it looks. 
Publisher: 


MADDEN NFL 97 (87) 

This PC incarnation is well up to the quality 
seen on the console versions, with all the 
features and slick presentation we assume 
as standard for an EA Sports release. The 
best American footie game on the PC. 
Publisher: 



EA Sports (01753 549442) 



EA Sports (01753 549442) 


FORMULA 1 GRAND PRIX 2 (92) 

The amazing sequel to the greatest FI 
driving sim ever. Updated brilliantly for the 
94/95 season with all-new detailed circuits, 
cars and teams. Ninja Pentium needed to 
run the hi-res mode - but it's still great. 
Publisher: 

MicroProse (01454 893893) 


DESTRUCTION DERBY 2 (86) 

Another sequel, but this one's actually 
much better than the first game. The tracks 
are much improved, the cars handle much 
better and there's loads more options. 
Worth buying even if you own the original. 
Publisher: 

Psygnosis (0151 282 3000) 


PETE SAMPRAS TENNIS 97 (92) 

This game doesn't quite better Super Tennis 
on the SNES, but it's as close as you'll come 
on the PC. With a simple control system it’s 
instantly playable, but the women's skirts 
still don't fly up when they serve. 
Publisher: 

Codemasters (01926 814132) 


FRONT PAGE SPORTS 
BASEBALL(85) 

An interesting game that nicks the best 
bits from other baseball games, Gameplay 
is a tad on the uninspired side as things 
plod along, but then this is a baseball game. 
Publisher: 

Sierra (0118 920 9100) 
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ALONE IN THE DARK 3 (95) 

Better than the previous AITD instalments, 
Alone 3 is a tense, ambient tale of Navajo 
Indian magic and reincarnation that unfolds 
in the usual AITD manner. Now available 
as part of a compilation budget pack. 
Publisher: 

lnfogrames(0181 738 8199) 





BIOFORGE (95) 

Futuristic Alone In The Dark-sty\e game 
with impressive graphics, puzzles and 
soundtrack. Often preferred over AITD 
games as its unique blend of arcade 
combat is explosive. The only drag is 
EA's refusal to make a sequel for it. 
Publisher: 

Electronic Arts (01753 549442) 



SYSTEM SHOCK (95) 


This futuristic first-person cyberpunk 
adventure from the makers of Ultima 
was initially overlooked by many people. 
Now available on budget, this is a 
must-buy for those new to the game. 

The graphics might be a little dated, but 
the atmosphere is invigorating. 
Publisher: 

Electronic Arts (01753 549442) 



STAR TREK TNG: A FINAL 
UNITY (94) 

A style oozer. At times it's as if you're 
inside a Star Trek: TNG episode. Non¬ 
linear and beautifully presented, it's a 
Trek-head must-buy. Yet to be bettered. 
Publisher: 


MicroProse (01454 893893) 



DISCWORLD II (93) 

Perfect Entertainment's immaculate sequel 
to D/scwor/c/follows would-be wizard 
Rincewind in his search for the Grim 
Reaper. Not as hard as the first game, but 
bigger and better looking. Discworld II is 
a universally appealing adventure game. 
Publisher: 

Psygnosis (0151 282 3000) 
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INDIANA JONES AND 
OF ATLANTIS (93) 

Follow a post-Raiders Indy in his 
the submerged metropolis. Three ways to 
play make for a high replayability factor, 
and the inter-character banter is brilliant. 
Publisher: 

LucasArts/VIE (0171 368 2255) 


BIG ADVENTURE (93) 

Adeline's visually stunning isometric 
journey through the surreal land of Twinsun 
stole our hearts in 1995. The gloriously 
animated characters really bring the static 
backgrounds to life. LBA is pretty difficult, 
but time investment is worthwhile. 
Publisher: 

Electronic Arts (01753 549442) 


Steve Purcell's hilarious dog/rabbit 
'freelance police' duo's first and only PC 
outing, in which they need to solve a host 
of bizarre puzzles. An all-talkie adventure 
with a gag-laden script, this is an essential 
budget-priced purchase even if you're not 
a massive point-and-click fan. 

Publisher: 

LucasArts/VIE (0171 368 2255) 


ECSTATICA II (90) 

We dubbed it "An adventure with balls". 
It's hard, but one of the most rewarding 
adventures we've ever seen. It constantly 
surprises and is sure to keep even the most 
battle-weary adventure fan busy for weeks. 
Publisher: 

Psygnosis (0151 282 3000) 



ULTIMA UNDERWORLD 2: 
LABYRINTH OF WORLDS (94) 

This improves on almost every aspect of 
its prequel. The Stygian Abyss. You explore 
a complex, ever-evolving dungeon; it has 
unsurpassed atmosphere and interaction. 

Publisher: 

Origin/EA (01753 549442) 




ULTIMA VII (89) 

Arguably the best of all the Ultima games. 
Ultima VII blends character interaction 
with the exploration of the detailed world 
of Britannia. This is the last of the Ultima 
series to give you complete party control. 
Soon to reappear as Ultima On-Line. 
Publisher: 



DIABLO (88) 

Diablo is standard hack 'n' slash fare but 
the game's designers pull the whole thing 
off with such style that the overall game 
experience is addictive. A great storyline 
compensates for repetitive arcade combat 
and supremely detailed animation makes 
it a superb coffee-table game. 

Publisher: 

Zablac/Blizzard (01626 332233) 



TERRIS (88) 

A MUD in the old-school style of text-based 
RPGs, but so addictive we're still playing 
it. The quests, puzzles and monsters will 
keep you going for days. The gameplay is 
excellent, if you can handle the 'texty-ness'. 
Publisher: 

AOL (0800 2797444) 



THE SECRET OF MONKEY 
ISLAND 2: LECHUCK'S 
REVENGE (PRE-PC zone ) 

Anyone with even a casual interest in 
adventures must have this game. The 
graphics look dated, but the one-liners 
are side-splitters. And it's on budget! 
Publisher: 

Virgin (0171 368 2255) 


MERIDIAN 59 (86) 

This ground-breaking on-line RPG, though 
cursed with garish and horrible graphics, 
allows thousands of people to interact with 
each other in the same fantasy universe at 
the same time. Currently one of the best 
on-line multi-player RPGs around. 
Publisher: 

3DO Company (0181 296 1965) 



RAVENLOFT: STONE PROPHET 
(78) 

A great improvement over SSI's previous 
AD&D Ravenloft RPGs. The graphics are 
average but the intuitive spell/combat 
system is a joy. 

Publisher: 

Mindscape (01444 246333) 



ULTIMA UNDERWORLD: THE 
STYGIAN ABYSS (pre-pc zone) 

This one took RPGs away from first-person 
tile-based RPGs. Amazing architecture, 
witty characterisations, layers of storyline 
and the best ending of any computer game 
in history. Buy it and believe it. 

Publisher: 

Origin/EA (01753 549442) 



EYE OF THE BEHOLDER II 

(PRE-PC zone ) 

It's one of those 'olde-worlde', first-person 
RPGs, hut its progressive, party-based 
gameplay and subtle story elements set 
it worlds apart from all the other dross. 
The flick-screen graphics are a bit dated, 
but dungeon design is still worth a look. 
Publisher: 

VIE (0171 368 2255) 



LANDS OF LORE (pre-pc zone) 

Graphics and gameplay! Westwood Studios' 
graphical flair shines in this push-scrolling - 
story about a witch. Adding non-player 
characters to your party keeps it intesesting. 
CD version features Patrick Stewart. 
Publisher: 

VIE (0171 3682255) 



BETRAYAL AT KRONDOR 

(PRE-PC zone ) 

First-person perspective RPG with a huge 
game world and fairly complex battle 
system. Failed to take the RPG crown 
from Ultima due to limited character 
interaction, but a worthy second-hand buy. 
Publisher: 

Sierra (0118 920 9100) 














US MARINE FIGHTERS (92) 

Lovely graphics and a realistic enough 
flight model. Originally released as a 
mission disk for US Navy Fighters, Marine 
Fighters now comes as part of the US Navy 
Fighters Gold pack, so go get that instead! 
Publisher: 

Electronic Arts (01753 549442) 


EF2000 (97) 

With fantastic graphics and a very realistic 
flight model, this is one of the best flight 
sims on the PC. Not even Microsoft's 
mighty Flight Sim can topple it from 
the top of the PC Zone prop-head ladder. 
Publisher: 

Ocean/DID (0161 832 6633) 


DUNGEON KEEPER (96) 

A game with a genre almost impossible to 
define, DK takes SimCity 2000, C&C and 
Ultima Underworld and remoulds them into 
one hell of a title. Fantastic gameplay, and 
a lifespan on a par with the Queen Mother. 
Publisher: 

Electronic Arts (01753 549442) 


MASTER OF ORION 2 (92) 

Very sophisticated space exploration/ 
strategy game that rewards long-term 
play. If you're willing to put the time 
into it, Orion 2 will stay on your hard 
drive for aeons. 

Publisher: 

MicroProse (01454 893893) 


FLYING CORPS (92) 

Action-packed WWI flight sim with neato 
graphics. Nostalgic gamers will recall Red 
Baron as one of the greatest WWI flight 
sims ever - this improves on the old 
classic to become the best WWI sim 
currently available for the PC. 

Publisher: 

Empire Interactive (0181 343 7337) 


FLIGHT UNLIMITED (96) 

This was the first flight sim to sport truly 
amazing graphics and a frighteningly 
realistic flight model. You don't get to kill 
anyone (just like Flight Sim 95) but it still 
stands up well against today's competition, 
and you still need a beefy machine to fly it. 
Publisher: 

Looking Glass/Virgin (0171 3682255) 


SYNDICATE WARS (95) 

One of the best strategy games of all 
time gets a sequel, and what a fabulous 
sequel it is too. It houses a wealth of 
intricate levels, gorgeous graphics 
and enough gratuitous violence to 
keep anyone happy. 

Publisher: 

EA/Bullfrog (01753 549442) 


SETTLERS 2(92) 

Manage little people, build stuff for 
their little towns, then kick the shit out 
of the opposition. Settlers 2 is a brilliant 
game, but make sure you've got plenty 
of time on your hands when you start 
playing. It really is that addictive! 
Publisher: 

Blue Byte (01604 232200) 


COMANCHE 3 (92) 

This latest version of the Comanche 
flight sim is without a doubt the finest 
we've seen yet, sporting juicy terrain 
graphics due to a revamped VoxelSpace 
engine. Despite an accurate flight model, 
it still delivers intense gameplay, and is 
extremely good fun. 

Publisher: 

NovaLogic (0171 405 1777) 


APACHE LONGBOW (96) 

The EF2000o^ helicopter sims, in as much 
as it marries fab graphics with a realistic 
flight model. The structure encourages you 
to adopt the same tactics as a real Apache 
pilot (or so we're told) and the missions 
are challenging and varied enough to keep 
you at it for weeks. It's big, too. 
Publisher: 

Digital Integration (01276 684959) 


X-COM 3: APOCALYPSE (95) 

A revamped engine and a healthy helping 
of real-time combat have brought the 
fantastically addictive X-COM series bang 
up’to date. If you like your strategy games 
deep and meaningful, you should buy 
X-COM 3 immediately. It'll keep you 
busy for weeks. 

•Publisher: 

MicroProse (01454 893893) 


StMClTY 2000 (92) 

A classic game that deserves its reputation 
as one of the all-time greats in the 
strategy world. Build and maintain the 
city of your dreams and cope with all the 
problems a real-life Mayor would come 
up against. It's a lot more fun than it 
sounds, trust us. 

Publisher: 

Maxis (0171 505 1500) 


JETFIGHTER III (91) 

The follow-up to one of the most popular 
sims ever. Fly over three and a half million 
square miles of accurately-mapped terrain 
of South America. You get to shoot things 
too, but there's no duty free option. 
Publisher: 

FIDOS Interactive (0181 780 2222) 


COMMAND & CONQUER: 

RED ALERT (94) 

...or C&C in SVGA with a few new units. It's 
a testament to the original's gameplay 
that the sequel can get away with adding 
few new features and still be fun to play. 
Publisher: 

Virgin (0171 3682255) 


CHAMPIONSHIP MANAGER 2 (90) 

So you want to be a football manager, 
eh? Well so does our Jeremy, which is why 
he spends his life playing this, the most 
realistic, addictive football management 
game available. 

Publisher: 

FIDOS (0181 7802222) 


FLIGHT SIM 95 (95) 

The longest-running and most successful 
PC flight sim. An incredibly realistic flight 
model prompted the US Air Force to use 
this software as a training tool for their 
pilots. (But you don't get to shoot anything.) 
Publisher: 

Microsoft (0181 242 4194) 


A-10 CUBA (90) 

Functional graphics (cough) for a game that 
captures the imagination, mainly because 
the plane is an absolute joy to fly. Slightly 
limited with the absence of a fully-fledged 
campaign but great fun nonetheless, and 
pretty speedy on a modest Pentium. 
Publisher: 

Activision (01895 456700) 


SU27 FLANKER (95) 

One for flight sim purists. Admittedly the 
graphics are crap, but our reviewer raved 
about it. A great flight model and superb 
mission builder make it an essential buy 
for prop-heads everywhere, just don't 
expect your best mate to be impressed. 
Publisher: 

Electronic Arts (01753 549442) 


PUZZLE BOBBLE (94) 

We can't agree exactly where Puzzle 
Bobble fits in PC Zone Recommends. 
Does it belong in here, with the Civs and 
Sims of the PC gaming world, or should 
it go in the action section? Who cares, 
as long as it's in... 

Publisher: 

GT Interactive (0171 2583791) 


CIVILIZATION 2 (90) 

Explore the world, conquer territories 
and research new technologies in one 
of the most successful strategy games 
ever. It's not that different to the first 
one but it merits a '90s update and a 
place here. 

Publisher: 

MicroProse (01454 893893) 
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Hello! It's me, Charlie Brooker! I'll be answering all your letters 
this monthl And gosh, what a lot of letters there are! It'll 
take me forever to get through that lot! Only joking! It won't take 
forever at all! At least, I do hope it won't! Still, I'd best press on! 
When I've finished I'm going to gouge both my eyes out! With my 
own thumbs! The end is nigh! The end is nigh! 





Send your letters to: 
WordProcessor, PC Zone, 
Dennis Publishing, 

19 Bolsover Street, 
London W1P 7HJ 

Send your e-mail to: 


pczone@cix.co.uk 


Don't forget to check out 
the PC Zone Website 
where you can chat to us 
about anything and get 
involved in next month's 
episode of Hot Topic. 


We at PC Zone reserve the right to 
completely edit and rewrite all 
correspondence in an effort to 
make ourselves look even more 
smug and witty. 


POST 

FICE "IS A SHIT" 

used to subscribe to your 
mag, but since I am from 
Brazil I quit because the 
post office from this part of world is a 
shit. On a good post office day I used 
to receive the June issue in August, so 
that's why I'm buying the mag from 
the newsstand. It may cost more, but 
at least I get the June issue in June. 

By the way. I've seen a piece on the 
game Little Big Adventure 2, but you 
did not give a release date. Why? 

And by the way, could you send me 
the beta of the game? 

Love your magazine, not just for 
the visuals but for the stuff written in 
it, and sorry for my bloody English. 

Carlos Eduardo Garcia, 
katrading@br2001 .com.br 


O 


orry, but we can't send 
out betas. Especially to 
post offices made of shit 


AHH, BLESS 'IM 

© alio. My name is Andrei 

Fantana, and I am the editor 
of the Game Over magazine 
Romania, the best game mag around 
(is not me who says that). What about 
this SOS? By different reasons, I and 
none of us (the Game Over mag) 
can't make it to the I have been 
at the ECTS in autumn, and it 
was a great thing already. I will 
probably make it this year too. 


goes for you at E^ to become a sort 
of correspondent for us. 

We really need something from 
there to keep up with the market 
here. In this case, if someone could 
just take some press packs and send 
it to us. The press pack from the 
companies will come with a too big 
delay if they come. It usually happens 
this way. Now that you know my BIG 
problem, and if you can figure a way 
out on any collaboration, please 
e-mail me. Tank you. 

Andrei Fantana 
Game Over magazine, 
Romania 

O t's easy to laugh at 
Andrei's English, but 
wouldn't it be nice if 
someone from one of the games 
companies read this and actually 
sent the poor bugger a press pack 
or two? You can contact him by 
e-mailing afantana@gameover. 
kappa.ro. First PR person to 
write in and prove they sent him 
something gets 30 per cent added 
to the score of their next three 
releases. Okay? 

THE USA CHEWS 
POLE, BIG TIME 

O recently bought a copy 
of PC Zone at a nearby 
bookstore (I live in South 
Florida, so I got it a couple of months 
after U put it out). Overall, your 
magazine is great, but I really 
have only one complaint. 
Would you guys quit 
being pissy 
'bout 



everything American? It kinda sounds 
like someone over the pond is still a 
little P'O-ed about the revolutionary 
war. I mean, it's great that y'all are 
patriotic, but so are we. You never 
see an American PC magazine talk 
about the smug British, or insulting 
the British people as a whole, in 
the way your magazine insulted the 
Americans in the Redneck Rampage 
article, which said most of the 
American populace are inbred and 
stupid drooling hicks. Other than 
that, your magazine is great. 

Wolvie via e-mail 

O bey just don't get it, do 
they? Listen up, Wolvie: 
why are all the villains 
in Hollywood movies (ie Die Hard 
1 & 3, Robin Hood: Prince Of 
Thieves, JFK, Fifth Element, Star 
Wars, Silence Of The Lambs, etc) 
played by English actors? You 
obviously hate us, so we're only 
getting our own back. 

[Note to American readers: 
this is ironic English humour, 
and should not be interpreted 
as a gross national slur.] 

WORLD OF FISTS 

O oth me and a friend have 
a copy of the Mystique 
version of Destruction 
Derby 2 and have noticed^a-multi-play 
button on the main menu. We've not 
been able to try this yet as my friend's 
machine does not have a network 
card and I haven't yet received my 
processor upgrade, so I'm not yet able 
to try it out on mine. 

James Thorburn via e-mail 
PS Please tell Matthew Hopper of 
King Arthur's school in Wincanton 
that he's a pillock 'cause he's a Tomb 
Raider-haWng twat and I'm going to 
beat his egotistical head in. ► 


(Left) But don't despair Carlos, you can 
hopefully satisfy yourself with the massive 
playable demo on this month's marvellous CD Zone. 


r 
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HE'S HAVING A POP 

© ou!d it be? Could the PC Zone staff be in danger of disappearing 
up their own arses? Quite possibly. And it'd be a shame. Just 
because you've tickled the funny bone of many a sad bastard like 
myself doesn't mean we'll still be here when you launch broadside after 
broadside at your readership. Sure, the mag is funny, but people do buy it 
for games advice - not to be insulted on the Letters page when they can 
be bothered to write in. 1 don't know any of the peeps invoking the wrath 
of the staff this month, so I've got no 'personal' axe to grind. I just feel 
you went a bit too far. Call me a prick in your mag if you want - it's just a 
personal opinion. But then, you can edit any controversial bits out, and 
crawl further up your own back passages. 

Paul Taylor via e-mail 


es, but your letter is unusual Paul, in that you have a genuine 
point to make, and you've made it well. Do bear in mind that 
most of the letters and e-mails we receive are either ranting 
whinges, embarrassingly inept attempts at 'humour', out-and-out 
swearword festivals, or "when is such-and-such a game coming out" 
bore-a-thons. In fact, recently someone took the convention of sending us 
crap letters to its logical conclusion and posted a lump ofactual shit to our 
offices. Is it any wonder we sometimes appear a little hostile? 

Maybe we have gone ajittle over the top in the past, but we were only 
having a bit of laugh. And besides, we believe the majority of our readers 
can handle a bit of gentle ribbing. On a more serious note, please bear in 
mind that the Letters pages are largely in the hands of the readers. They 
exist within the magazine as a device to allow you, the reader, to voice 
your opinions and for us to act as a kind of answering service. If you have 
any kind of query about a game, or you Just want to tell other readers 
something, then please write in. Similarly, if there's something bugging 
you, a subject you'd like us to cover in the mag, or you just feel like a bit 
of a whinge and want to get something off your chest, drop us a line. We 
wait with bated breath and smiles on our faces. 


t's only in the PS that the 
true purpose of James's 
letter reveals itself. If 
other readers would like to 
pick a fight via our pages, write 
down the name of your victim, 
together with a brief explanation 
of exactly how and why you 
wish to do them harm. Mark your 
envelopes "That's Fighting Talk 
Where I Come From" and send 
them to the usual address. And 
we'll completely ignore them. 

But to answer your question, DD2 
was supposed to have a multi-play 
feature, but they decided to leave 
it out at the last minute. There 
was talk of a patch to remedy the 
matter, but we ain't seen nuffink 
yet and the game is now quite 
ancient. Try pestering Psygnosis 
on 0151 282 3000 for an official 
explanation. 


HELLO SAILOR 

O harlie Brooker gives off the 
impression he is gay. Please 
do something about this, 
such as plucking out his pubic hairs 
one by one. 

Martin via e-mail 


O harlie is indeed a very 
happy chappy. Well, he 
smiles a lot anyway. 


LIKE, DUHHH 

hat does the 'Z' mean at 
SKUp the end of every review, 
preview, feature etc? I've 
always wondered that. 

David via e-mail 


t's a handy marker 
to let you know 
when to stop 
reading, so your eyes 
won't slip off the bottom 
off the page and roll 
backwards through 180 
degrees in their sockets, 
leaving you staring directly 
into the shadowy depths of 
your own mind. 


THUNDER IN 
PARADISE 

O his e-mail is winging its way 
all the way from Cyprus. 

You may think it's fun out 
here, with fags being cheap (80p for 
20 B&H), beer being cheap (40p for 
Carlsberg Ice), and all the beaches 
being filled with Scandinavians with 
their tits out. That's all true, but try 
playing Quake over the Net. I've run 
QuakeSpy 5.2 so many times it's 
untrue, but can I get a ping below 
350? Can I bollocks. Most servers 
are up in the high 400 range, which 
means mucho death for me playing 
against guys with times down as 
low as 80! So the moral 1$: if you're 
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on a lower-end machine. If you have 
a 3Dfx card, check out the Direct3D 
176 patch that will be out VERY 
SOON... you'll eat those remarks 
about choppiness for breakfast! 

Wacka Wacka... 

Kurt Arnlund, programmer, 
Activision Studios, LA 


uh huh huhuh huh huhuh 
huh. He said 'Big Muff'. 
Huh huh huh huhuh huh. 


SOCIOPATH CORNER 

• think Carmageddon is 
the best thing that's 
happened to the gaming 
industry since we invented sex. It is 
so cool to smash everything and 
wreak havoc on people. I just regret 
that there aren't any kids we can run 
over. Wouldn't it be cool if you came 
roaring down a road at 150mph and 
splashed through a bunch of kids on 
their way to school? We also need 
people in wheelchairs, people on 
bikes and people on in-line skates. 

We need more violence. If there is 
one thing we can't get enough of in 
games, it's sure to be violence. 

An aggressive Viking 
via e-mail 


ou are quite genuinely 
terrifying. I take it you 
are not a parent, either. 


MOVIES, GAMES AND 
IMBECILES 

O fter reading PC Zone from 
cover to cover - which is a 
damn sight more interesting 
than GCSE revision, I can tell you 
-1 found myself feeling not in the 
slightest bit sorry for you. You whinged 
about Mr Movies, Games And Videos' 
verbal diarrhoea, but (get the violins 
out and be prepared to feel even 
sorrier for me) this bloke has actually 
managed to get himself on to my 
local radio station! 

It's torture, and don't tell me ^ 
to change 


Blimey! We ask a question and 
somebody, somewhere, knows the 
answer. So tell us this, who's the 
chap who says "...and I was very, 
very drunk" in The Fast Show? 

-O 


feeling pissed off with the weather, 
fire up a Net game of Quake and 
look for some poor sap trying to 
play with a ping of 400-t-. It'll be me. 
Sun-tanned, pissed and chain-smoking, 
but getting whupped all the same. 

Paul Jones via e-mail 


w|||L eah, but if you fancy a 
bit of genuine, real-life 
^1^ 'blazing gun' action, you 
could always try barging through 
the Turkish-Cypriot border and into 
the northern part of the island 
without being captured by soldiers. 
A ridiculous ping rate would then 
be the least of your worries. 


THE MIGHTY WAH 

n the Interstate 76 review, 
Duncan McDonald asked: 

"I wonder what make the 
wah-wah pedal is? A really old 
Colorsound one, maybe?" 

It was a good ol' Cry Baby Wah 
with a Big Muff Distortion box 
running into a Fender Amp. I only 
remember because the Big Muff was 
my first distortion box, given to me by 
a friend when I bought my first guitar. 
Hey, pretend like ya care. 

Anyway, I hope you someday get 
to play Interstate 76 on a faster 
computer because it's really quite a 
bit more fun. Sorry you had to play it 
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AN AMAZING 
COINCIDENCE 

• n the special 
Star Wars 
supplement that 
came with issue 50 there 
was a section about 
the forthcoming Star 
Wars: Supremacy. You 
mentioned that the 
game was almost 
unique in the way you 
have to control whole 
planet resources in 
order to battle against 
your enemies. As far 
as I can tell from your 
description of the 
gameplay, it's actually 
very similar to a game 
published in 1990 by 
Virgin. This game's 
title was ALSO 
Supremacy. What an amazing coincidence. 

Incidentally, you may be interested 
to know that when I e-mailed Virgin, 
an automated reply system completely 
denied its existence. 

Andrew W Bellenie via e-mail 


(Left) Charlie Brooker (far right) in his 
Motorhead days. He doesn't really like 
to talk about it (much), but that's mainly 
due to the mullet he sported back then. 


stations - I'm a student and that 
would be waaay too much of a strain. I 
have his e-mail address if you want it. You 
can send him hate mail. But do it soon 
or I may cause myself serious damage 
by either ramming cotton wool too far 
down my ears or by straining myself in 
an attempt to reach the tuning dial. 

Batgirl via e-mail 


© atgirl did indeed provide 
us with Steve 'Movies, 

Games And Videos' Priestly's 
e-mail address. If anyone wants us 
to pass a message on to him, we'd 
be happy to oblige. Especially if you 
include a phrase which rhymes with 
"you plodding josser" somewhere 
in the text 


beer. What on earth would 
mother say? Get a grip! 

Eoin O'Callaghan via e-mail 


e're not ashamed of our 
sensitive sides, you know. 
Jeremy paints watercolours 
of thatched cottages and windmills. 
Chris is the founding member of a 
contemporary dance troupe. Patrick 
rescues seabirds from oil-stricken 
beaches, then nurses them back to 
health. Duncan edits International 
Poetry Review. Paul Mallinson grows 
flowers, Paul Presley presses them, 
and Paul Ditta frames the results and 
hangs them on the wall in his study. 
John plays the lute. Macca sings 
lullabies to lonely sailors. And new 
boy Steve has a large collection of 
stitched-satin Pierrot clown dolls. 

Me, I used to roadie for 
Motorhead. But that's 
another story. 


O think you're getting a little 
confused with Ascendancy, 
a space strategy game 
that was released by Virgin about 
a year ago. Don't worry, it's 
not the same game, although 
developers The Logic Factory 
are working on a sequel (check 
out our preview on page 24). 

Star Wars: Supremacy is known as 
Star Wars: Rebellion in the US, but 
due to copyright problems they've 
had to change the title to Supremacy 
in the UK. 


COME FLY WITH ME 

© i guys, (I presume u mostly 
are!?) 

Steve via e-mail 


O OU presume correct Quentard. 
Oh, and we'll make sure 
we let you know if we ever 
touch down on terra firma. 


QUENTIN 

O saw that Duncan MacDonald 
of yours at a trade show once, 
and he's very tall. And his 
reviews are better than Simon Bradley's. 
That's it. 

Love (?) 

Jake via e-mail 


We checked the Net, went through 
our databases and wracked our 
brains. But no one could remember 
Supremacy. Can anyone else? 

O- 


WE CANNOT NOT DO 
WITHOUT SOME POO 

ithout shite games: 

(a) 'Good' games would never 
exist as there wouldn't be a 
reference point. 

(b) What could we deride over a few 
beers with the lads when we load up 
another crap demo from your mag? 

(c) Occasionally they have some good bits 
which can be ripped off and incorporated 
into 'good games'. 

(d) If all games were good, we'd never 
need to read some of the drivel written 
in mags to attempt to weed through the 
sludge on the market. Which would of 
course put you out of business. 

Mike via e-mail 


O 


0 I guess as far as you're 
concerned, the glass of 
water is half-full, eh Mike? 


ENOUGH OF THE LAD 
THING, ALREADY 

O t bugs me somewhat how all 
of you constantly take it upon 
yourselves to assure readers 
that you do go to the pub, are allowed to 
drink, and are not just overpaid university 
geeks who sit around playing games all 
day and feel really hard when you buy 



You what? Ooh, no, the 
only game I know's the 
building game. Not much 
call for computers round 
here. Unique cinematic 
interface? More than my 
job's worth, matey. Build 
you an entire city by 
Monday? Rightol 

AVAIUBLE TO 
NATURAL 
BORN BUILDERS 


FROM: 

5th Sept. 1997 

on PC CD-ROM 



Constructor™ & ® 1997 Acclaim Entertainment. All Rights 
Reserved. Acclaim is a registered trademark of Acclaim 
Entertainment. Original concept developed by System 3. 
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Over ’ere, John 

: . man behind Fantasy 
^ ^tball scores a Net hit 


AMSTERDAM 

ESCAFt goes mad in Amsterdam 


Ouferageous! 

What Neil Hamilton thinks 
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(Clockwise from top left) Messiah, Quake 2, Tomb Raider 2 and Tanktics. The 
3Dfx revolution is here and it's good and bad news. 


3DFX STORMS 


card this Christmas. 


released at least one C&C clone, and 
most of them also have a Tomb Raider- 
style game coming out in time for those 
Christmas stockings. 

Thankfully, there were a few games 
doing the rounds that could justifiably 
be termed 'original', such as Tanktics 
and Grand Theft Auto Uom Scottish 
developers DMA and Messiah from 
Laguna-based Shiny. Messiah proves 
that in the right hands, the new 3D 
hardware can work miracles on your 
PC, while the non-accelerated Tanktics 
shows that 3D accelerators are 
prompting developers to investigate 
emulating new 3D effects in software. 

So is the 3D accelerator revolution 
inspiring greater originality in games? 
Well, yes. And no. The rest of the games 
at weren't exactly genre-busting - 
they just looked better because they 
were accelerated. There are plenty of 
nice-looking flight sims on the way 
(notably from Eidos, MicroProse and 
DID) and an abundance of racing games 
all due for release this winter. First- 
person shoot 'em ups also appear to 
be enjoying a new lease of life, thanks 
to iD and Epic licensing their Quake 
and UNREAL engines to any publisher 
who'll cough up the readies. 

Come Christmas, it looks as though 
everyone will be playing super-looking 
flight sims, racing games and Quake 
clones - as well as a couple of highly 
original titles. As long as they've got a 
3Dfx card, that is. 0 
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Jeremy Wells 
believes you should 
definitely ask Santa 
for a 3D accelerator 


PC. But one thing's for certain - on the 
evidence of the hundreds of games on 
show at E^, when it comes to original, 
very playable games with fast and fancy 
graphics, the PC is now King. 

The most common question asked 
by the horde of journalists at the show 
went something along the lines of 
"...and this is 3D accelerated, yeah?" To 
which the standard reply was: 
"Uh-huh. We're supporting 
3Dfx, D3D and we'll be 
supporting other cards as 
and when we 
feel confident 
there's a 
market for 
our product." 
Other cards are also 
being supported and 
some developers are 
holding out for 
a miracle cure in 
DirectXS, but if you 
want to play the best 
versions of Quake 2, 
Hexen 2, Tomb Raider 2, Prey, 
Falcon 4.0 and just about 
everything else that looks fab, 
there's no way round it - you'll 
simply have to buy a 3Dfx card. 
Fortunately, most developers 
are still aiming to release software-only 
versions of their games. ION Storm 
didn't have an accelerated version of 
Daikatana on show (although the final 
release will support 3Dfx) and it still 
looked pretty special - but obviously not 
as graphically impressive as the 3Dfx 
version of Quake 2, which iD were 
demonstrating at the Activision stand. 

Even more encouraging though was 
the fact that Hexen 2 still looked pretty 
damn marvellous when it was running 
under software only. It's a sign that 
maybe developers are discovering new 
techniques through working with new 
hardware and trying to emulate them. 

It's safe to say that you can usually 
predict what'll be big around Christmas 
by what you see at E^ in June. Last year, 
thanks to the success of Tomb Raider 
and C&C, it was clear that we would 
have a myriad of real-time strategy 
games and third-person perspective 
adventures to look forward to. So far 
this year, almost every publisher has 


"Shiny's Messiah 
that in the righ 
new 3D hardware can 
miracles on 


ALKING ROUND 
the E3 show in 
H ^ Atlanta last 

month, the 
Zone posse were 
all struck by just how good 
games looked on the PC. 

Last year, everyone was gawping at the 
new stuff on the Ultra64, PlayStation 
and even on the Saturn. But as far as 
graphics were concerned, the poor old 
PC seemed to be struggling. 

Admittedly, this was never a major 


mates. Sure, they can indulge in platform 
games and even Tomb Raider if they so 
desire, but unlike PlayStation owners, 
they can also play C&C: Red Alert, 
X-COM 3, Championship Manager 2, 
Dungeon Keeper and SimCity 2000 if 
they feel so inclined. 

But this year, if you happened to see 
slavering show-goers with their eyes 
popping out of their heads, you could 
pretty much assume that they 
were feasting their retinas 
on a forthcoming PC 
release (or, if 
they were 


worry. The games people play on the 
PC have always been more diverse, 
complex and compelling than the stuff 
you get on consoles. PC gamers own 
PCs for the simple reason that they 
want to play flight sims, strategy games, 
RPGs, adventure games. Quake, surf 
the Net and send dirty e-mails to their 


on the Eidos stand, one 
of the Fighting Force 
girls). Virtually every 
game on show was 
accelerated, and in most 
instances the lush graphics 
were not down to clever programming, 
but rather a 3Dfx card tucked inside the 
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He's afraid of. 

Mars 



All together now... 
"Roll me over, 
Martian Rover..." 
TskI Tsk! 




EFORE GEHING ON TO THE MAIN SUBJECT, 

I just want to share something with you. 

It's something I saw literally 30 minutes 
ago, during my cycle ride into the office. 

I'd reached Trafalgar Square, was about to 
inny-hop up on to the pavement (a handy 
cyclists' shortcut to Charing Cross Road, providing there 
aren't any coppers about) when my chain came off, leaving 
me no alternative but to dismount. This amused a gaggle 
of goofy-toothed preppy American tourist girls no end, one 
of whom happened to be in the middle of necking a thick 
banana milkshake. Ha ha! The Joke was now on her. One of 
her guffaws caused the banana milkshake in her mouth to 
re-route up through her sinuses and spurt out in a jet 
through her nose. It looked like custard. This made her gag, 
and then she vomited on the lap and arm of the girl sitting 
next to her. Excellent. 

But anyway, on to matters beyond this particular planet. 

Okay, it probably hasn't passed you by that there's been a little 
automated 'rover' chugging about on the surface of Mars for the 
last month or so. It's a bit on the crap side, seeing as it can only 
manage about a centimetre per minute, but the NASA scientists 
are nevertheless overjoyed. And good for them. Hip, hip, hooray. 

But I know something they don't, and I'm about to share 
it with you. 

One can be zeros 

Let me take you back about two years. I was round a chum's place, 
who we'll call 'Bob'. We were in his study and he was tapping away 
on his PC keyboard, putting the finishing touches to a program he'd 
written. It looked pretty complicated, and he asked me to keep quiet 
while he finished up. Naturally, I acquiesced, staring in fascination 
at the monitor as Bob typed in bunches of zeros and ones. Blimey 
- he was writing pure machine code. I knew this program was 
something he'd brought back from work, and that it was meant to 
be a bit 'secret', so I sat in silence, quite impressed, for about 
15 minutes. 

"There we go," said Bob suddenly, clicking the Enter key and 
leaning back on his chair, stretching his arms. 

"You've finished, then?" I said. 

"Yup," he said. "I'll just go and have a crap and then we can 
load up Civilization" 

With this he left the room. He also left his program on-screen. 

"Don't touch it, don't touch it," I was telling myself. 

But of course I did touch it. I began by simply scrolling through 
the thing, and soon discovered the basic format of his program, 
which was PROC-THIS followed by a zillion ones and zeros, then 
PROC-THAT followed by another zillion ones and zeros, and on and 
on. I assumed the prefix PROG stood for PROCEDURE, and that the 
suffix - whether it be THIS, THAT or THE OTHER - was the actual 
name of the procedure. 

A series of loud, raspy farting noises echoed through from 
the direction of Bob's toilet. It sounded like he was going to be 
quite a while. 

Great. 

Back to now 

August 1997. The Pathfinder mission is AOK. Except it isn't. It's 
actually booby-trapped. Bob's complicated program, as I discovered 
later (and as you'll probably have guessed by now), was for NASA, 
and is now etched in ROM on silicon chips... both in the main 
Martian lander and 'm the little rover vehicle. 

For instance, do you remember when the probe originally landed. 



and how one of the airbags didn't deflate properly? That was down 
to me. I'd say. It must have had something to do with PROC-D- 
FLATE in Bob's program - a procedure from which I deleted two 
ones and a zero. The NASA bods got round that little problem by 
beaming up another program from Earth, but I wonder what'll 
happen when either the rover or the mother vehicle try to access 
PROC-BURL? Now I can't even begin Xo imagine what PROC-BURL 
is meant to do, but I do know that I deleted a whole line of zeros 
from the first line and added 38 ones at the end. That's sure to put 
the cat among the pigeons. And as for PROC-SELFRIGHT, which I 
reckon is going to be the part of the program that helps the rover 
to right itself after falling over, well... it's going to be a bit fucked 
if it does fall over, because I inserted the number '9' right slap bang 
in the middle of the code. Ho ho. 

Mr Cursor departs 

We're nearing the bottom of the page, and it's time for me to say 
"bye bye". I've been knocking out this column every month since 
issue one and it's finally got a bit 'tired', so I've decided to depart 
for warmer climes. Literally. Have you ever heard of Pitcairn Island? 
Nobody could blame you if you haven't, so I'll tell you about it. 

"Bob's complicated 
program was for NASA, for 
the main Martian lander and 
the little rover vehicle/' 


You know the story of the Mutiny On The Bounty, and Fletcher 
Christian and all that? Well, Pitcairn Island is the island where he 
and his mutineering chums ended up. It's about two miles long, one 
mile wide and, most importantly, it's a British Dependant Territory, 
meaning any British passport-holding citizen can go and live there 
without green cards, visas and stuff. And, better than that, seeing as 
there aren't any jobs on Pitcairn, you can sign on the dole without 
any hassle from the Job Search people. So that's where I'm off to. 
Pitcairn! An idyllic South Sea island, full of coconut trees and the 
like, where I'll be paid 50 quid a week to doss about on the beach 
in the sun, shagging countless beautiful Polynesian girls. Mind you, 
having said that bit about the countless beautiful Polynesian girls, 
the population of Pitcairn Island is actually only 55... and the 
chances are they'll all be pretty much in-bred. So maybe it'll all end 
in tears. Who can tell? There's no way of knowing till I get there, 
so I'll send a postcard to update you. (/ don't think you can buy 
postcards on Pitcairn -Ed). # 
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INTER-RALLY CHAMPIONSHIP * .29.99 

INTERSTATE 76 WIN95 (15) 26.99 

JONAH LOMU RUGBY * .31.99 

KRUSH KILL 'N' DESTROY .22.99 

LINKS 98 WIN95 * .29.99 

LUNICUS .12.99 

LORDS OF THE REALM 2 81 % 29.99 

MAGIC THE GATHERING WIN95 91% ...28.99 

MASTER OF ORION 2 92% .26.99 

MDK92% .29.99 

MECHWARRIOR 2- MERCENARIES 90% 24.99 
MICRO MACHINES 2 SE 92% .10.99 


PRIVATEER 2 90%16MB/PENT .33.99 

PUZZLE BOBBLE WIN95 * .19.99 

Q.A.D* .28.99 

QUAKE PENT (H2H-CMN) 95% .31.99 

QUAKE ■ SCOURGE OF AMARGON .18.99 

RAMA .26.99 

REALMS OF THE HAUNTING 91% 14.99 

RIPPER (10) .12.99 

ROBOTRON X WIN95 .14.99 

SAM & MAX HIT THE ROAD 93% .10.99 

SCREAMER 90% .8.99 

SCREAMER 2 93% .25,99 

SECRET OFMONKEY ISLAND 1 &2 ...12.99 

SENSIBLE WORLD OF SOCCER 96/97 ...22.99 
SETTLERS 2 92% AND ARCHIMEDEAN 

DYNASTY 94% TWIN PACK.20.99 

SETTLERS 2 DATA DISK.12.99 

SHADOW WARRIOR *.29.99 

SIERRA PRO PILOT WIN95* .30.99 

SLAM & JAM* .17.99 

SLAMTILT80% .16.99 

SONIC 3 & KNUCKLES WIN95 PENT/8MB ...23.99 

SPACE HULK - VOTBA WIN95 90% .12.99 

SPEED DEMONS* .10.99 

STAR COMMAND .29.99 


ULTIMATE SOCCER MGR 2 82% .12.99 

ULTIMATE SOCCER MGR 98 WIN95 * ...24.99 

VIRTUAL POOL 91% .10.99 

WARCRAFT 2 DELUXE 82% 29,99 

WARCRAFT85% .12.99 

WORLDWIDE SOCCER *.28.99 

X-COM - TERROR FROM THE DEEP 05%1O.99 

X-WINQ COLLECTION 

X-WING, B-WING, IMPERIAL PURSUIT + 6 

NEW LEVELS .12.99 

X-WING VS TIE FIGHTER WIN95 95% ,. 29.99 

ZORK GRAND INQUISITOR • .29.99 

ZORK LEGACY COLLECTION * .31.99 

CD ROM NON-GAMES 

AMIGA EMULATOR .15.99 

FIRST AID 97 WIN95 .30.99 

KLIK & PLAY ENHANCED .18,99 

IBM SIMPLY SPEAKING .48.99 

MSENCARTA97 . 39.99 

SPECTRUM CD 96 . 15.49 

WE HA VE SEVEN PAGES CffAMMED WITH 
PC CD ROM AND MULTIMEDIA IN OUR FULL 
COLOUR MAGAZINE. 

CALL 01279 600204 FOR ALL YOUR NEEDS 


FREE 



Buy any one item from our entire catalogue at the 
aama time aa joining for a year (£7.50) or more and wa'tl give you 

|A FREE COPY OF EDGE MAGAZINE 

^The future of Interactive entertainment 
Jmagazine. Worth £3.50 

AND 

THE SPECIAL RESERVE 
BOOK OF 1001 CHEATS 

I' Cheats for games on most console and 
““ computer platforms. 




Choose one of the fantastic gifts below absolutely free. 

QB.SEVEN GAMES FREE FOR PC CD 

CIVILIZATION, LEMMINGS, 
SENSIBLE SOCCER. ELITE, ELITE 2 
FRONTIER, JIMMY WHITE'S 
SNOOKER AND ZOOL 


EIGHT GAMES FREE FOR PC CD 

DESERT STRIKE, JUNGLE STRIKE, 

ACTUA SOCCER SEMI-FINAL EDITION, 

NORMALITY INC PLAYABLE DEMO, 

ZOOL 2, LOTUS 3, TOYOTA CELICA GT 
RALLY AND TEAM SUZUKI 
OTHER OFFERS ARE AVAILABLE, OVERSEAS MEMBERS PLEASE ADD £2 POSTAGE 


POWER IS CHEAP & EASY 

BUY A RAM UPGRADE 

Amaxingly these prices include VAT and delivery 

._ourPC RAM upgrades are 32 BIT, 72 pin SIMM's, non parity with a 70 Ns 
J access time. They are suitable for most 486 and Pentium PC’s. All Pentium 
■pC's require RAM in pairs. RAM SIMM’s are surprisingly easy to fit. We can fit 
I RAM bought from us for just £10 including VAT at any of our shops. (RAM 
■prices may fluctuate. Please refer to your motherboard manual before ordering). 
1 DELIVERY SINGLE MATCHED PACK OF 

eluded FOUR 

4 MB 72 PIN SIMM .17.99 . . .34.99 . . .67.99 

B MB 72 PIN SIMM .29.99 .57.99 ,111.99 

6MB72 PIN SIMM .58.99 .113.99 ...219.99 

The EDO RAM SIMM's below are as the standard 72 pin SIMM's but with 
I Extended Data Out channel for improved performance when fitted to recent 
1 PC's. EDO RAM Is not suitable for 286, 386 or 486 machines. Check your 
motherboard manual prior to purchase. 

||4 MB EDO 72 PIN SIMM . . .16.99 . . .32.99 .63.99 

8 MB EDO 72 PIN SIMM 28.99 55.99 .107.99 

3 EDO 72 PIN SIMM 57.99 111.99 . 215.99 

2MB EDO 72 PIN SIMM 139.99 .271.99 527.99 



CD ROM 
DRIVES 


m 


GAME CONTROLLERS 


DESTINY STEERING WHEEL 

& FOOT PEDALS .69.99 

TRUE ANALOGUE PROGRESSIONAL 
STEERING, ACCELERATOR AND BRAKE 


* 8AITEK X36 FLIGHTSTICK & THROTTLE 84.99 
i 2. ROTARY CONTROLS, 14 DIGITAL INPUTS. 3 8-WAY 
HAT SWITCHES, SERIAL MOUSE CONTROL. 
SUPERB WINDOWS PROGRAMMING 



POWER PAD PRO JOYPAD 19.99 

ANALOGUE JOYSTICK AND 


DIGITAL JOYPAD. ERGONOMIC DESIGN, 

9 FIRE BUTTONS, AUTOFIRE, TURBOFIRE. 
THROTTLE CONTROL AND AUTO CENTRING 


QUICKSHOT201 SUPER 
WARRIOR 5 JOYSTICK ...16.99 
ANALOGUE AND AUTOFIRE 


MICE 


ALFA OPTICAL MOUSE ... 25.99 
350-3500 VARIABLE DPI. NO MOVING 
PARTS. AN EXTREMELY SMOOTH 
AND RELIABLE MOUSE 


MICROSOFT HOME MOUSE . . .21.99 
HIGH QUALITY 2 BUTTON MICROSWITCHED 
SERIAL MOUSE (9 PIN). INCLUDES MICROSOFT'S 
INTELLIPOINT CONTROL SOFTWARE 


WE STOCK OVER 40 CONTROLLERS 
FOR THE PC - CALL 01279 600204 



Aii prices inciude VAT and deiivery 

CREATIVE INFRA1800 12 SPEED CD ROM 79.99 
12 SPEED WITH REMOTE CONTROL, 

ENCARTA 97 AND ACTUA SOCCER ON CD 
CREATIVE QUAD SPEED CD ROM 49.99 

SAMSUNG 12 SPEED CD ROM .69.99 

PANASONIC 24 SPEED CD ROM .99.99 


INKJET 

PRINTERS 

Aii prices include VAT 
and delivery 

CANON BJC 240 COLOUR .129.99 

CANON BJC 4200 COLOUR .174.99 

CANON BJC 620 COLOUR .249.99 

CITIZEN ABC COLOUR DOT MATRIX .129.99 


GRAPHICS CARDS 


MATROX MYSTIQUE WITH THREE GAMES 

INCLUDES MECHWARRIOR 2, SCORCHED 
PLANET AND DESTRUCTION DERBY 2. 


MATROX MYSTIQUE 3D 2MB 

PLUS 3 GAMES .89.99 


EPSON STYLUS 400 

WITH PRINT ARTIST 3 .189.99 

EPSON STYLUS 600 

WITH PRINT ARTIST 3 .259.99 

139.99 
.189.99 


MATROX MYSTIQUE 3D 4MB 

PLUS 3 GAMES .119.99 

2 MB GRAPHICS RAM UPGRADE 

FOR 2MB MATROX MYSTIQUE 3D 39.99 

DIAMOND MONSTER 4 MB .149.99 

FEATURES 3DFX VOODOO CHIPSET 

POWER VR NOW ONLY 129.99 

APOCALYPSE POWER VR 3D .129.99 

Sound SOUNDCARDS 

l ^ ll illT i ia SOUND BLASTER 16 VIBRA 39.99 
CREATIVE LABS PHONE BLASTER 

VOICE INT 28.8 79.99 

COMBINED 16 BIT SOUND BLASTER AND 
28.8 FAX/MODEM -t- SPEAKERS & MICROPHONE 
SOUND BLASTER 32 + ENCARTA 97 79.99 

INCLUDES ENCARTA 97 CD ROM 
SOUND BLASTER AWE64 VALUE 99.99 

SOUND BLASTER AWE64 .119.99 

SOUND BLASTER AWE64 GOLD .159.99 


HEWLETT PACKARD DESKJET 400C 
HEWLETT PACKARD DESKJET 690C 

WE STOCK A COMPLETE RANGE OF 
GENUINE MANUFACTURERS INK 
CARTRIDGES AND PRINTER RIBBONS 

HARD DRIVES 

MAXTOR DIAMOND MAX 2.5 GB 179.99 

MAXTOR DIAMOND MAX 4 GB .229.t9 

QUANTUM FIREBALL TEMPEST 1.25 GB 139.99 
QUANTUM FIREBALL TEMPEST 2.1 GB . . .164.99 
QUANTUM FIREBALL TEMPEST 3.2 GB , 209.99 
QUANTUM FIREBALL STRATOS 4.3 GB 249.99 
QUANTUM FIREBALL STRATOS 6.4 GB 349.99 
WESTERN DIGITAL 2 GB 169.99 

WESTERN DIGITAL 4 GB .249.99 

INTEL CPU UPGRADES 


FAX/MODEMS 


PENTIUM P120 MHz INTEL CPU CHIP 89.99 
PENTIUM P150 MHz INTEL CPU CHIP . . .109.99 
PENTIUM P166 MHz INTEL CPU CHIP . . .129.99 
PENTIUM P200 MHz INTEL CPU CHIP 149.99 
PENTIUM P166 MMX INTEL CPU'CHIP 239.99 
PENTIUM P200 MMX INTEL CPU CHIP 399.99 


ALL OUR FAX/ MODEM COME WITH THE 
SPECIAL RESERVE INTERNET STARTER PACK 
INCLUDING 30 HOURS/3 MONTHS ON-LINE 


PENTIUM II ALSO AVAILABLE 

MMX MOTHERBOARDS 


CREATIVE LABS PHONE BLASTER '"C VAT 

VOICE INT 28.8 79.99 

INTERNAL 33.6 FAX/MODEM 64.99 

US ROBOTICS SPORTSTER 

INTERNAL WINMODEM 33.6 97.99 

US ROBOTICS SPORTSTER VI 33.6 ... 129.99 

PLEASE INTERNAL OR EXTERNAL 


GIGABYTE PENTIUM TRITON 2 inc VAT 

MOTHERBOARD FOR PC .99.99 

MMX COMPATIBLE, WITH INTEL 430HX CHIP 
SET AND 512K PIPELINE CACHE RAM 
INSTALLED (NO CPU) 

GIGABYTE *VX* PENTIUM TRITON 3 

MOTHERBOARD FOR PC .99.99 

MMX COMPATIBLE WITH INTEL 430VX TRITON 
3 CHIPSET AND 512K PIPELINE CACHE RAM 
(NO CPU) 


Special Reserve 

01279 600204 


Or fax your order on 01279 726842 - We’ll fax back to confirm 
Open 9.30am to 8pm (Mon-Sat) 10am to 5pm (Sun & Bank Holidays) 


We only supply members but you can order as you join 

Trial Membership only £1 

Trial Members receive one Issue of the club magazine. Valid for one order. 

Annual Membership (UK) £7.50 


ANNUAL MEMBERSHIP FEES UK £7.50 EC £10.00 WORLD £12.00 
Members receive ten Issues of the colour club magazine per year, a free copy 
of EDGE, Book of 1001 Cheats and a choice FREE gift when you buy any item 
aa you join. There Is no obligation to buy anything. 

All prices include VAT and carriage to MOST UK mainland addresses, 

(BLOCK CAPITALS please) 

Name & Address_____!--- 


Enter membership number (if applicable) or 
NEW MEMBERSHIP FEE (ANNUAL UK £7.50) [ 


--^- 

For OPTIONAL first class post add 50p per item 

For OPTIONAL fast delivery on hardware add £3.00 


ALL PRICES INCLUDE UK POSTAGE & VAT i 
Cheque/P.O./Mastercard/Credilcharge/Switch/Visa [ I. 


PlayStation from £121.99 


0% Finance available on selected 
PlayStation & Nintendo deals 
and our Sony TV’s & Videos 


Nintendo 64 from £139.99 


SWITCH 
_(ISSUE NO_ 


Overseas surcharge £2.00 per item - credit card only 



Chequee payable to 


Special Reserve at 


PO Box 847, Harlow, CM21 9PH 

We are mainly mail order but we alao have 

Three impressive 
Special Reserve Shops 


Bristol Avon Sawbridgeworth, Herts Chelmsford, Essex 

351 Gloucester Rd (A38) The Maltings, Station Rd 43 Broomfield Rd 

17? MILES FROM THE CENTRE NEAR THE TRAIN STATION NEAR THE BUS STATION 

0117 924 5000 01279 600399 01245 348777 

all our shops HAVE FULL PC REPAIR AND UPGRADE FACILITIES - WE FIT ALMOST ANY ITEM BOUGHT FOR £10 
Some Items bought in the shops carry a El surcharge 


IL ORDER prices 


We GUARANTEE TOTAL SATISFACTION! Inevitably some products listed may 
not yet be available. Please phone to check availability. Prices may change 
without prior notification. SAVE = Saving off full recommended price. 

Sent to press 7.7.97 Errors & Ommislons Excluded. 
Inter-Medlates Ltd, The Maltings, Sawbridgeworth. Herts CM21 9PG 


Pi«« Eaniaav Farmula 1. LIVE and FREE oniv at httD://speciai.reserve.eo.uk - £23,000 worth of prizes 










































































































































































































































































For Windows® and MS-DOS 


Join Twinsen, hero of the acclaimed PC hit. Little Big Adventure 
and take on the might of an alien invasion. Defend your planet, 
the beautiful Zoe and the freedom 
of the galaxy in an adventure game 
that’ll have you rising to the occasion 
time after time. 


Distributed by 


Little Big Adventure is a trademark of Adeline Software International. Electronic Arts and the Electronic Arts logo are trademarks or registered trademarks of Electronic Arts in the United States and/or other countries. Windows is either a trademark or 
registered trademark of Microsoft Corporation in the United States and/or other countries. PlayStation and are trademarks of Sony Entertainment Inc. 












